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ROLEMASTER™ • lc.e.'S complete fantasy 

ROLE-PLAYING GAME SYSTEM THAT 

FOCUSES ON REALISM J& 



CLAW LAW: ARMS LAW 
(BOXED SET) • A complete 
fantasy role-playing combat 
system in one box. This fast 
paced system emphasizes skill 
over luck. ARMS LAW is a set of 
rules designed for medieval missle 
and melee combat. Each swing is W 
resolved in no more than (2) per- 
centile dice rolls even if a fumble or W 
critical strike results. ARMS LAW v 
consists of 1) a 12 page rules book 1 

including innovative rules for extraor- ' 
dinary maneuvers and parrying options 
against missile and melee attacks; 2) 4 
double sided parchment tables covering 
maneuvers, fumbles, and graduated critical 
hits (for man sized large, and super large 
targets); 3) 30 separate parchment weapon 
tables that cross-index all vital statistics 
with any one of 20 basic armor classes. 


j CLAW LAW is ARMS LAW'S unarmed sup¬ 
plement for animals, monsters, and the mar- ch, 
tial arts. CLAW LAW provides attack tables 
integrating the size, instinct, and fighting pat¬ 
terns of a wide variety of animals and mons¬ 
ters. In addition the martial arts are systema¬ 
tized through 4 special tables. Five critical strike 
tables cover small animal attacks, unbalancing 
results and entangling strikes. All this boxed for 
only..(U.S.) $16.00 
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ARMS LAW • Separately .(U.S.) $10.00 

CLAW LAW • Separately ..(U.S.) $ 6.00 


l^^ACRIHCING PLAYABILITY 

CHARACTER LAW • A masterful set of guidelines for FRP 
character development. Includes 18 character classes with a unique 
trait development system which allows all characters to increase 

their ability in any area of skill.(U.S.) $10.00 

SPELL LAW • A magic system based on 3 realms of power in¬ 
cluding over 2000 spell descriptions for 15 different character 
classes. A complete set of rules covers spell expertise and 
skills required for forging items of power. Beautifully boxed 

for only.(U.S.) $17.50 

ROLEMASTER • A complete FRP game system fea- 
U turing all the preceding critically acclaimed components, 

plus a set of high impact percentile dice. ROLEMASTER, 
the highest caliber of fantasy role playing, a $6.00 
6.00 savings at.(U.S.) $38.00 
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Drawing the line 

With equal amounts of regret and relief, 
we've come to an important decision. The 
AD&D™ adventure in the center of this 
magazine is the last winner from the Mod¬ 
ule Design Contest that will be printed in 
DRAGON® Magazine. 

That decision is going to make a lot of 
people unhappy — especially the winners in 
the categories we aren't going to publish — 
but it's a decision we had to make. 

After looking over the entries in all of the 
unpublished categories, we've come to the 
conclusion that we can't afford to take the 
amount of time that would be necessary to 
develop them into publishable adventures. 
We have chosen winners, and we'll notify 
all of them by mail within the next few 
weeks. In those letters, we'll do our best to 
explain to them, individually, why their 
entries were good enough to win but not 
good enough to print. 

How can this happen in some categories 
but not in others? Well, there wasn't a 
really drastic drop-off in quality; in fact, 
many of the modules we have printed 
needed a lot of development work to turn 
them into the versions you saw. And, with 
the publication of this magazine, we've 
finally run out of manuscripts that we 
thought could be salvaged in the limited 
time we have to accomplish that task. 

We're not trying to embarrass anybody, 
and we certainly aren't trying to set our¬ 
selves up as all-knowing authorities on the 
art of module design. (If we were that good, 
we'd be publishing all the winners, and I 
wouldn't have to write this column.) We're 
simply trying to be straight with you, and 
we don't expect to be praised for that, but 
we hope you'll all understand. 

Will we hold another contest? Yes, in all 
likelihood, and maybe not too far in the 
future. But first we're going to see if we can 
shake some good-quality adventures out of 
the world at large. (See the small announce¬ 
ment elsewhere in this issue.) And if we do 
decide to stage another contest, we'll go into 
it with the hope that we haven't turned 
anybody off with this decision. We do ap¬ 
preciate and respect the effort that every 
contestant put forth; it's impossible to look 
at a 50-page manuscript and a set of labori¬ 
ously drawn maps without feeling gratitude 
and, sometimes, sympathy for all the hours 
that went into finishing that entry. Judging 
the entries was never easy, because practi¬ 
cally every module we received contained a 
truckload of good, imaginative ideas. But 
making those decisions on the modules 
themselves was a piece of cake compared to 
making the final judgment about where to 
draw the line. 
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omposing a high-level ad¬ 
venture us a high-level 
creative task. When char¬ 
acters have gobs and gobs 
of experience under their 
belts, they have a multitude of options and 
opportunities to take advantage of at any 
given time. It's not easy to design and 
produce a module for such characters that 
is challenging without being impossible to 
"beat," and that's the main reason why 
you haven't seen very many high-level 
modules in this magazine. But now is the 
time, and "The Ruins of Andril" is the 
place. It occupies the center 16 pages of 
this issue, and it is the winner in category 
A-3 of our Dungeon Design Contest. The 
module was designed by Ian Melluish of 
Nepean, Ontario — yet another in the 
long line of Canadian contestants who 
have won top prizes in the contest. 

Among the other highlights of this issue 
are contributions by first-timers. Our 
chilly cover is the work of Steve Peregrine, 
who may be familiar to veteran readers 
from some interior artwork he did for us a 
while back. In the lead feature position 
inside is "Taking the sting out of poison," 
an exhaustive essay by Chris Landsea 
designed as a followup and improvement 
to the articles we've previously published 
on the use of poison in the AD&D™ sys¬ 
tem. In contrast to that is "Living in a 
material world," a long article on a topic 
we've never covered before — material 
spell components. Its author is Michael 
Dobson, and the good job he did on this 
article had a little to do with the fact that 
he's been hired as a member of the games 
editing staff at TSR. 

Letters from our readers take up more 
space in this issue than in any other pre¬ 
vious magazine. An extra-large "Out on a 
Limb" section is joined by the first edition 
of "The Forum" — three pages devoted 
to giving you, and you, and you, a way to 
get something off your chest and into the 
minds of the people with whom you have 
so much in common. Keep those letters 
coming, so we can keep "The Forum" 
going strong and lasting long. 

In the AD&D world, the automobile is 
a magic item beyond the comprehension 
of even the mightiest wizard, but charac¬ 
ters can still have horsepower. Pete Moh- 
ney's article offers a system for 
incorporating chariots into your cam¬ 
paign, and Roger Moore's description of 
Cu Chulainn gives hot-shot charioteers 
somebody tough to contend with. 

Contributing Editor Ed Greenwood has 
favored us with a lot of "ecology" articles 
in recent weeks, and we expect you'll be 
seeing several of them in print during the 
months to come. We decided to publish 
his manuscript on the basilisk right away, 
to get the toughest one out of the way 
first. Why was this one so tough? Well, to 
be on the safe side, we did the editing with 
our eyes closed. . . . —KM 



\m on 



'You botched up' 

Dear Editor: 

I am a DRAGON Magazine collector, so to 
speak, and I constantly take modules out of the 
issues. It works out great! You have always man¬ 
aged to put modules in the center of the maga¬ 
zine, for easy removal, and exclude articles 
within the module, for neatness. Well, you 
botched up in #79 with Wacko World. I can only 
say that these modules are great and I'd like them 
to look that way. It's a bit distracting when you 
have just begun a module and you've got these 
little space ships on the opposite page. 

Rob Cathcart 
Incline Village, N.Y. 

Like an old philosopher must have said once 
upon a time, the best way to find out if someone 
likes wltat you're doing is to stop doing it. Several 
people scolded us for printing advertisements 
inside the Wacko World module — something 
we've never done before and I hope we'll never 
have to do again. Because of the large number of 
ads we had to print in that issue, we were forced 
to "steal" from the module space to get a few of 
them in and prevent the rest of the magazine 
from being overcrowded with advertisements. 

Tire whole thing was brought about by a strange 
set of circumstances that we don't expect to have 
to contend with on a regular basis. - KM 

'How can I get . . 

Dear Dragon, 

I have been studying the works of J . R. R. 
Tolkien, and I would like to know if there is any 
way that I can acquire new or used back issues 
#1, #5, #13, #20, #29. I would greatly appreciate 
any information you may have. 

Larry Gayler 
Thermal, Calif. 


Dear Dragon: 

How would I be able to (if at all possible) get 
ahold of the second and/or third place modules 
from section T-3 of your latest contest? Perhaps 
you could put them on sale for DRAGON read¬ 
ers for (something) like $2.00. Think about it! 

Kevin O'Hara 
Rochester, N.Y. 

We get an armload of letters like these every 
month - and it pains me to say it, but there's 
nothing we can do to solve any problems like 
"Where can I get issue so-and-so?" or "Can you 
send me this article (or module, or picture, or 
whatever)?" 

I wish, for the sake of all of you (and for the 
sake of our corporate bank balance) that we could 
satisfy every request for an old issue or a module 
contest entry But either we haven't got what you 
want (in the case of back issues) or we simply 
can't publish wlrat you want. 

All of the old issues of DRAGON® Magazine 


that are sold out will almost certainly never again 
be available for sale from TSR or from Dragon 
Publishing. Your best bet - perhaps your only 
chance - to pick up an old issue is to get a seat 
in the front row of an auction at a gaming con¬ 
vention and bring along a loud voice and lots of 
money. Usually a few single issues, maybe even a 
collection or two, are on the merchandise list of 
an auction at any good-sized convention. Or, 
watch the advertisements in gaming magazines 
for someone to announce that he's selling old 
copies, or for a merchant who has somehow 
acquired a few way-back issues. But please don't 
ask us — we haven't got 'em and we don't know 
where to get 'em. 

Tire answer's a little different in the matter of 
module contest entries, but the bottom line is the 
same. Obviously, we have the modules in our 
possession, and maybe someday we'll publish 
other high finishers from certain categories. But 
in the meantime, we can't give them out to 
anyone who wants to see what one of them is like. 
If we ever did that — even once - and word got 
around, I shudder to think how many more 
requests we would get. And, of course, if you 
honor one request, you have to honor them all. I 
hope you can all understand, witlwut forcing me 
to go into painful detail, why we can't honor any 
requests of this sort. 

just in case it isn't already clear, I'll also point 
out that we cannot provide photocopies of old 
articles, either. Even if there isn't something 
illegal or unethical about doing that (and there 
probably is), we can't start doing such a thing - 
another dangerous precedent. If it was legally and 
financially permissible for us to supply pltotocopy 
reproductions of out-of-print articles upon re¬ 
quest, and if it ever became general knowledge 
that we were doing, or condoning, such a thing, 
we'd have to hire another staff memberlust to 
keep up with all the "reprint" requests. 

So, please save yourselves the expense and 
frustration of asking for old issues, unpublished 
modules, old articles, or anything else that we 
don't have the authority or the ability to sell or 
give away. Please do feel free to tell us if you'd 
like to see an article reprinted in a future "Best 
of anthology - that's a different matter alto- 
gether, and we want and need your advice when 
it comes to planning which features will go in 
those collections. - KM 


'Over-powered' 

Dear Editor: 

I'd like to point out (as I'm sure many other 
readers will) that Arthur Collins misinterpreted 
the relation of psionic attack and defense points to 
ability points in his article (issue #78). According 
to the Players Handbook, one ability point is 
made up of one each of both attack and defense 
points, i.e., 100 attack points and 100 defense 
points equal 100 ability points. As a result, his 
Psionicist class is vastly over-powered. The 
"Ability factor" multiplier in Table II should be 
halved to adjust the class's abilities to more 
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reasonable levels. As they stand now, Psionicists 
have twice as much power as they need. 

Robert M. Schroeck 
Princeton, N.J. 

I was surprised to get this letter — from one of 
the other authors who contributed to our psionics 
section in issue #78 — and even more surprised 
at what I uncovered after a little investigation. 

I can't find a passage in the Players Handbook 
section on psionics that backs up Robert’s conten¬ 
tion. The text, in fact, says the opposite: “Psionic 
ability is double psionic strength, . . . One-half 
of psionic ability is attack strength, one-half is 
defense strength.” In other words, Arthur seems 
to be right, and Robert seems to be the one with 
the misinterpretation. 

Well, that explains why no one else wrote in to 
tell us about Arthur Collins’ “mistake.” Then I 
checked out Robert’s article, “Overhauling the 
system,” and discovered that he had incorporated 
his misinterpretation into his manuscript — and, 
worse yet, we didn’t catch it. He says that 25 
points of psionic ability is equivalent to 25 points 
of attack strength and 25 points of defense 
strength. Based on my understanding of the 
rules, that’s wrong. Fortunately, the error doesn't 
ruin the reasoning behind Robert’s proposal for 
“overhauling the system”; all you have to do to 
make his suggestion consistent with the rules is 
change “25points” to “50points” in a couple of 
places, so that his hypothetical first-level psionic 
character is still endowed with 25 attack points 
and 25 defense points. 


‘Only suggestions 9 

Dear Editor: 

Those who have read the works of Michael 
Moorcock will be aware of the opposite forces of 
Law & Chaos. We live in a time on this earth 
when Law is predominant; logic smothers magic 
to such an extent that most humans refuse to 
believe the latter exists. Several of your knowl¬ 
edgeable contributors seem occasionally to suffer 
from this unhealthy disease, for instance Mr. 
Greenwood who, in his, article concerning the 
Planes of Hell, after stating that Stygia is cold 
went on in parentheses to add: “Why the swamp 
and river Styx do not freeze is a mystery to one 
accustomed to conditions on the Prime Material 
Plane.” Surely he could realize that in a fantasy 
world Chaos is going to be present to a larger 
extent than in our own; laws of physics, chemis¬ 
try & biology just do not exist as we know them, 
and the fact that the river doesn’t freeze is going 
to be the least of the worries of a Hero entering 
the 5th plane of Hell! 

I must admit to providing a rather trivial 
example in this case (others include the recently 
discussed problems of falling damage, boat speed 
and the “logic” of language) but it does get my 
point across: the majority of gamers (and writers) 
seem absorbed in the Law side of the balance and 
fail to realize the strength of Chaos. This leads to 
another point — the obsession gamers seem to 
have for rules. This can be demonstrated in your 
“Out on a Limb” section, with letters usually 
taking one of the following formats: “I don’t 
agree with this rule. In my campaign, . . .” or 
“The article was very good, but I found two 
mistakes . . . ” or “As a professor of Cyplasmi- 
cology, I can tell you that ...” 

This can prove tedious; after all, the articles 
are only suggestions, and surely if the reader 
doesn’t like certain aspects he/she can alter them 
without creating a hassle (in other words, not do 
what I’m doing now!). Many argue that rules 


and more rules are necessary to promote playabil¬ 
ity. This may be true, but then again some of the 
most playable games are also the most boring. It 
seems to me that some gamers want AD&D 
wrapped in an imagination-proof web of rules, 
which defies the game’s original intention. 

James Douglas 
Wellington, New Zealand 

I heartily applaud what James says about 
articles being “only suggestions” — a point that 
yours truly makes in a couple of other ways 
elsewhere in this letters column. I share his 
apparent disdain for people who take an article to 
task because it doesn’t describe the way they 
would do something, or because it contains a 
“mistake” or two (which may be an error of fact, 
but is just as often a simple difference of opinion 
or interpretation). I like to think we don't take 
ourselves too seriously, and I think we’d all be 
none the worse off if the people who read the 
magazine would feel the same way — KM 


‘Shoddy work 9 

Dear Dragon: 

I was, to say the least, sorely disappointed with 
DRAGON #79. In my opinion, DRAGON has 
been sliding slowly downhill ever since the new 
typeface was introduced in #73. Issue #72 was a 
wonder: We were treated to an official new char¬ 
acter class, the piercer article which started a 
plethora of “The Ecology of . . .” articles, a 
thoroughly satisfying piece on gems which put the 
DMG to shame, an informative article on barbar¬ 
ians, color pictures, and other wonders. 

Next issue, you introduced a disgusting, 
unreadable typeface, but my complaints were 
allayed by your expansion to 96 pages and by a 
series of relatively successful articles, especially 
the “Nine Hells” features in #75 and #76. 

Then, issue #79 arrived. Sons of Slaadi! Here 
we are, back at 80 pages. Here we are, printed on 
flimsy paper that I feared would rip if I turned 
the page. 

What is going on? On page 2, you talk about 
the new technology at TSR’s Graphic Arts Serv¬ 
ices department. Does that include Grade-Z 
paper? Where was Larry Elmore’s Snarfquest? 
Where were the last 16 pages? 

I can understand that Gary Gygax is probably 
very busy on the Players Handbook II, and is 
therefore not sending more “Sorceror’s Scroll” 
articles. Perhaps you decreased the magazine’s 
size to avoid increasing the price. If this is the 
case, raise the price and go back to 96 pages. I 
would be happy to pay a higher price for 
DRAGON if you continue to provide excellent 
articles. (Heck, some of your issues have been 
many times more useful than some of TSR’s 
modules, which run for $6 or so a shot.) 

On the other hand, if these problems stem 
from your “new technology,” I think a lot of 
gamers can do without these changes. Changes 
should be for the better, and I was gravely disap¬ 
pointed to see such shoddy work from a magazine 
I’ve grown to respect and look forward to. 

Jay Fry 
Setauket, N.Y. 

This kind of letter is always hard to answer 
without sounding like either a martyr (“Gosh, 
we’re doing our best”) or an arrogant snob 
(“How can you dare complain?“). But I’ll try 

We’ve been a little paranoid about printing 
“only” 80 pages in several recent magazines — 
but even at that size, this is far and away the 


biggest magazine of its kind, and it isn't priced 
any higher than the others. The page count of the 
magazine is directly related to the amount of 
advertising space that our clients buy; we’ll be 
able to stay at 96 pages (or more) if and when our 
advertising lineage remains consistently high. We 
changed to a lighter-weight paper because it saves 
a lot of money and — despite what Jay says — 
doesn't seem to hurt the physical quality of the 
product. Anybody who thinks that saving money 
is a dumb thing to do can back that up by send¬ 
ing us all of theirs. 

Snarfquest is back, as you 've already seen. We 
skipped a month for the simple reason that we 
knew #79 was going to be “only” 80 pages, and 
we wanted to give you three more pages’ worth of 
articles. It is correct to assume that Gary Gygax 
is busy, because he always is. I hope he’ll find 
time soon to start contributing to the magazine 
again, but in the meantime we’re not exactly 
ashamed of the material we have been using to fill 
these pages. 

If you find yourself in agreement with what Jay 
is saying, we not-so-humbly invite you investigate 
how this magazine stacks up, in size and content, 
against the others on the market. Try to be objec¬ 
tive — but don’t expect us to be. — KM 


Aids for old rules 

Dear Editor: 

I have been playing Dungeons & Dragons for 
over three years, and find the game and the 
available playing aids for it excellent. My newest 
group of players and I have been playing for 
about a year and a half and we use the original 
rules or Collector’s Editions, finding them more 
restrictive in many ways than the advanced rules. 

I am puzzled because I can’t find any playing 
aids, modules, etc., which use these rules. I am 
wondering why this is and if you will come out 
with any playing aids which use these rules. 

Fred Bradbury 
Saugus, Mass. 

The main reason why we publish virtually no 
playing aids or adventures specifically for the 
D&D® game is that people generally don't con¬ 
tribute manuscripts on that game. And that’s 
because the D&D game doesn't really lend itself 
to expansion or variation like the ADVANCED 
D&D® game does. As we’ve said many times 
before in many different ways, the D&D rules are 
more like guidelines and suggestions, and the 
AD&D™ rules are more like actual rules, of the 
unbreakable or unstretchable sort. In the case of 
the D&D rules, it’s difficult to suggest how to do 
something in a different way when there aren't 
any hard and fast rules on how to do it in the first 
place. The AD&D rule system is much more 
detailed and more specific to begin with, so 
altering it or expanding upon it is easier to do. 

Although the vast majority of what we publish 
is written and designed specifically for the AD&D 
game, the two systems are similar enough that 
the ideas from an AD&D game article or adven¬ 
ture can be easily modified for use in a D&D 
campaign — which, we assume, is what people 
like Fred do a lot of the time when they can’t find 
articles or playing aids specifically designed for 
the D&D game. 

People who prefer the D&D Collector’s Edition 
rules or the original D&D rules in the blue book¬ 
let are more or less on their own, because those 
versions of the game are not being actively pro- 

(Turn to page 86) 
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Taking 
the sting 
out of 
poison 


Another view 
on how to use 
toxic cocktails 


by Chris Landsea 


Introduction 

Why another article about poison? 

That's a simple question with no quick and easy answer. For 
many players of the AD&D™ game, the information in the rules 
about poison is sufficient. For others, the articles previously pub¬ 
lished by DRAGON® Magazine have added to the "poison system" 
and made it fine for their purposes. But for others still, the definition 
and use of poisons needs further work. In the final analysis, the 
answer to the "Why another article" question is this article itself. 

For instance, nothing of any substance is mentioned in the Dun¬ 
geon Masters Guide about antidotes, contact poisons, poisonous 
gas, and monster venoms. Even poison potions need more explana¬ 
tion. On page 20 of the DMG, the section on poison types notes that 
"Poison potions must be ingested." But, on page 127, the descrip¬ 
tion of poison potions implies that the potion could be used as an 
insinuative or contact poison as well as an ingestive poison. This 
shows a need for a revision of that section of the rules, at least. 


Charles Sagui's article, "Poison: From AA to XX," in the 
December 1979 issue of DRAGON Magazine (reprinted in the 
BEST OF DRAGON® Vol. II anthology) was an excellent exercise 
in overhauling the rules on poison. He presented a wide range of 
poisons in four major groups, included the interaction of the Assas¬ 
sins' Guild into the distribution of poison, described the amount of 
poison per vial needed to coat a weapon, told how antidotes work, 
and showed how silver and magic weapons do not work with poison. 
All of these points were not mentioned in the DMG and are worthy 
of some consideration. 

However, Sagui's system has some flaws. First, the prices are 
unreasonably expensive. In the DMG, the "A" insinuative poison 
would do 15 hit points of damage and cost 10 gp. A comparatively 
potent poison in Sagui's system would cost 1,800 gp. This discrep¬ 
ancy is present throughout all of the different poison strengths and 
types that he describes. 

Second, his poisons are too dangerous to the user. No one in his 
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right mind would use these poisons unless he had a god-like dexter¬ 
ity. An assassin with a 15 dexterity using the Sagui type of contact 
poison on his sword would most likely be poisoned by his own 
weapon within 3 rounds. And a character with a dexterity of 13 or 
less using that poison has at least a 50% chance of poisoning himself 
by simply pulling his sword out of its scabbard! Poisons, though they 
should present some danger to the user, should not be so dangerous 
that no one would consider using them. 

Third, although Sagui's system explains how much damage per 
round is done, nowhere does it say how long the poison needs to 
take effect. Some poisons are instantly effective, but most are not. 

Fourth, all poisons listed in the Sagui article require a saving 
throw with no adjustments. In other words, a saving throw against a 
poison that does 1-3 points of damage is just as easy (or difficult) to 
make as a save against a poison that causes instant-death. 

Fifth — and this is probably the most important reason why fur¬ 
ther revision is needed — page 81 of the DMG states that insinua- 
tive poison does either full or no damage. Sagui's article states, "If a 
saving throw is made against poison . . ., the-victim takes half the 
rolled damage." In other words, there is no chance to escape all of 
the poison's effects, and this provision should be in the rules because 
(as explained on page 81) it is in accordance with the spirit and the 
intent of the AD&D game system. Altogether, Sagui's article is an 
honorable attempt at expanding the rules on poison, but it does not 
entirely conform to the existing system. 

The March 1982 issue of DRAGON Magazine contained Larry 
DiTillio's article, "Poison: The Toxins of Cerilon." DiTillio pro¬ 
posed a more "realistic" system that did try to clear up uncertainties 
that others had ignored. For example, he was the first to include an 
onset time for each poison — a much needed detail. He also 
described greatly varying effects of poison, from insanity to paraly- 
zation, as well as damage and death — a total of fourteen effects. 

Ironically, DiTillio's poison system has two problems which are 
nearly the opposite of certain aspects of Sagui's system: no set cost 
for either poisons or antidotes, and no mention of possible danger to 
the user. Without these two points, a complete and workable system 
cannot be produced. DiTillio also limits the effectiveness of his 
poisons to just humanoids and normal animals. Against other crea¬ 
tures, the poison has no effect. While it is true that many monsters 
are immune to certain types of poisons, a poison-user should not be 
prohibited from employing poisons against the majority of creatures 
encountered, at least for no apparent reason. DiTillio's article, 
although it did suggest highly imaginative varieties of poisons, could 
not function successfully as a complete system of poisoning. 

The remainder of this article is based on one large assumption 
followed by several smaller ones. It is assumed that the rules in the 
AD&D game on poison and poisoning are in need of reinforcement 
and reorganization, and it is further assumed that improvements can 
be made to the poison system that will conform to the AD&D world 
as expressed in the rules. This new system should include a detailed 
but easy to use explanation of the five different groups of poison, 
instructions for obtaining and using monster venom, a method of 
throwing ingestive poison, a comprehensive plan of antidotes, and a 
suggested plan for poison usage by characters — which is where the 
discussion will begin. 

Poison usage by characters 

In the AD&D world, there are five separate groups of poisons: 
ingestive poison, insinuative poison, contact poison, poisonous gas, 
and monster venom. The first four types can be bought in any large 
town or city. These poisons are manufactured, for the most part, by 
and for assassins. The Assassins' Guild in each town controls the 
local use of poison. Assassins therefore have unlimited use of poison 
— providing, of course, that they can pay the cost of obtaining the 
poison. All non-assassin characters (excepting paladins and non-evil 
clerics, who cannot use any type of poison, as stated in the Players 
Handbook) may buy ingestive, insinuative, or gas sleep poisons 
only, providing that they pay 1,000 gp per level per month to the 
local Assassins' Guild for this privilege (except for thieves, as 
explained below). This payment is in addition to the cost of the 
poison itself. 

Assassins use all forms of poison with an effectiveness that gives 


intended victims an additional +1 on their saving throws. Specially 
trained assassins (DMG, page 20) can use poison so well that their 
victims receive no additional bonus to their saving throws. All other 
character types use poison (of any sort they are eligible to employ) at 
a reduced effectiveness which allows their victims +2, in addition to 
any other penalties or bonuses, on their saving throws. 

Magic-users are allowed to buy, in addition to sleep poison, insin¬ 
uative poison of type AAA (20 vials a year) and type AA (10 vials a 
year), providing that they pay their monthly dues to the local Assas¬ 
sins' Guild. Thieves, since they are more akin to assassins, need 
only pay 500 gp per level per month to be able to buy any sleep 
poison and insinuative poison of type AAA (30 vials a year), AA (20 
vials a year), and A (10 vials a year). 

Just because almost everyone is allowed to buy poison, even if it's 
"only" sleep poison, does not mean that all characters should buy 
and use it. No character of good alignment would use any type of 
poison without endangering his standing in that alignment. Even 
lawful neutral characters would quite possibly have alignment prob¬ 
lems from using poison, for to do so would be in violation of the 
(usually) unwritten law of society which says that only assassins may 
use poison. Evil characters would unflinchingly use poison, since 
they have no reservations about causing pain and suffering to others. 
However, evil clerics may find it very difficult to put insinuative 
sleep poison on their blunt weapons. 

Characters might try to get around the rule about the limited 
poison market by having an assassin buy the more effective poisons 
for them. To combat this, the DM must consider the assassin's loy¬ 
alty to the Assassin's Guild. A lawful evil assassin would never con¬ 
sider going against the rules of his guild. He would promptly turn 
this subversive information in to the Guildmaster, who would deal in 
his own way with the problem. The neutral evil assassin would only 
consider the deal if the guild, as a whole, was weak and unorganized 
and if he could make money from the deal. The chaotic evil assassin 
would always consider such a deal (especially if he has a low wis¬ 
dom), and might cooperate. However, because of his chaotic nature, 
he might turn-in the character to the guild or even attack the charac¬ 
ter with the poison that the character wished to obtain. Dealing with 
assassins of any alignment is a particularly dangerous business. 

All creatures normally affected by poison will be affected by any of 
the poisons mentioned in this article. Creatures that can only be 
damaged by silver and/or magic weapons cannot be harmed by 
normal weapons that have been envenomed, because no wound can 
be made by the normal weapon, and thus the poison can never enter 
the creature's system. However, envenomed silver or magic weapons 
can affect most creatures. Undead creatures, demons, and devils 
cannot be affected by sleep poisons at all, but elves and half-elves 
can be put to sleep by these poisons. (Their resistance is mainly 
against forms of magical sleep). Monks, at 11th level and higher, are 
immune to all forms of poison. Demons and devils, though most 
poisons fully affect them, have a resistance against poison gas so that 
it does, at most, half damage. In addition, the DMG (page 81) 
stipulates that certain creatures are resistant or immune to certain 
types of poisons in special circumstances; the DM is obligated to rule 
on what constitutes a "special circumstance" when the occasion 
arises. Other than the noted exceptions, all creatures who eat poi¬ 
soned food, are struck by envenomed weapons, touch a poison- 
trapped chest, or breathe poisonous gas must roll a saving throw to 
negate or partially negate the effects of the poison, or else be sub¬ 
jected to the full effect of the poison — no matter how strong or 
weak the afflicted creature is. 

Holy and unholy waters 

Holy water and unholy water are known for their special corrosive 
effect upon the enforcers-of evil (such as undead, demons, and dev¬ 
ils) and-the minions of good (such as paladins, devas, and lammasu) 
respectively. The DMG adds in the glossary (page 228), almost as an 
afterthought, that these waters are "useful ... to slow the effects 
of poison." The following details will be helpful in defining that 
statement in game terms. 

Holy and unholy waters have separate, but not opposite, effects 
on poisoned creatures who drink them. Holy water acts as if the 
drinker was the beneficiary of a slow poison spell cast by a Ist-level 
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cleric, and the effect has an onset time of 2-5 (d4+l) segments. (In 
other words, the effect has a duration of 1 hour, and the holy water 
must be administered within 1 turn minus 2-5 segments of the time 
of poisoning to have the desired effect.) Effects of multiple applica¬ 
tions of holy water are cumulative with respect to duration; a double 
dose will make a creature poison-resistant for 2 consecutive hours, as 
long as the second dose is administered before the first one wears off. 
This beneficial effect works on evil creatures as well as non-evil ones; 
however, the holy water will also have its usual harmful effects on an 
evil creature who touches it or consumes it; thus, evil characters and 
creatures will not voluntarily use it and will avoid it if possible. 

Unholy water acts as a poison enhancer. If one vial of unholy 
water is ingested by a poisoned creature before the poison has taken 
effect, it will cause the remaining amount of the onset time of the 
poison (any type) to be halved. Additional vials of unholy water 
consumed before the onset time expires will cause the poisoned 
creature's saving throw to be taken at a -1 penalty (cumulative) for 
each vial ingested beyond the first. Characters of good alignment 
will not use unholy water and will avoid it if possible. Even though 
their effects are not opposites, holy and unholy waters will neutralize 
each other on a vial-for-vial basis when being used to affect a poi¬ 
soned creature in the above-described manner. 

Ingestive poisons 

These are poisonous substances in a liquid or powder form that 
are only dangerous when swallowed. Normally they are added to 
food or drink. Occasionally characters use them as missiles and 
attempt to throw the poison containers into the mouths of monsters 
(as detailed below). Ingestive poison comes in one-dose containers 
— about 4 oz. apiece. This type of poison, in comparison to the 
others, is relatively inexpensive. Generally, they have a long onset 
time, and some damage is done even if a saving throw is successful. 
All ingestive poisons placed in food or drink leave telltale signs. 

These signs, no matter how slight, give the targeted creature a 
chance to detect the poison before he is affected (as detailed below). 
The accompanying table lists ingestive poisons and the statistics that 
govern their use. Each type (AAA, C, S, etc.), has three different 
strengths, for which are given various adjustments on the victim's 
saving throw. 

In this table and the ones that follow, the saving throw adjust¬ 
ments given in the first three columns for each type are in addition 
to any bonuses or penalties already allowed to victims, including the 
bonus related to the character type who is administering the poison 
(+1 for untrained assassins, +2 for non-assassins). 

"Onset time," usually expressed in rounds or segments (1/10 of a 
round), is the amount of time that passes after the poison is ingested 
or contacted and before the effects of the poison begin to be felt by 
the victim; this is usually a random number within the stated range. 


but it may be a constant amount of time for certain poison types. 

"Run time" is expressed either as a constant length of time or as a 
number of hit points per round, and represents the duration of the 
poison's effect. The specific run time can usually not be known until 
after the amount of damage to be taken is determined; for instance, 
type AAA ingestive poison causes 3-18 (3d6) points of damage per 
dose ingested and has a run time of 3 hp/round. If a victim is deter¬ 
mined to take 7 points of damage from one dose, the damage will be 
subtracted at the rate of 3 points per round for two rounds, with the 
final point being lost in the third round after the poison takes effect. 

Ingestive poisons (as well as monster venoms and, to some extent, 
contact poisons; see those sections) all have different characteristics. 
Some are fairly easy to detect; others are nearly colorless, odorless, 
and tasteless. That is why the probability to detect different poisons 
varies. Generally, ingestive poisons of relatively weaker potency are 
easier to detect. The chance to detect poisoned food, if actively 
searching for the poison, is twice as great as the chance to merely 
accidentally discover poisoned food or drink. The intelligence of the 
person or creature being poisoned is also a factor in being able to 
detect the poison, as spelled out in the following paragraph. A highly 
intelligent creature would be more liable to wonder about a slight 
change in the taste of food than a non-intelligent creature would. If 
the creature being poisoned has encountered the same poison before, 
the chance is greater for detecting and recognizing the poison for 
what it is. 

Intelligence as a factor in poison detection: Non-intelligent crea¬ 
tures (intelligence score of 0) have a -40% modifier to their chance 
of detection. Those of animal intelligence (score of 1) can detect at 
-30% ; semi-intelligent (2-4) at -20% ; low (5-7) at -10% ; and crea¬ 
tures of average intelligence (8-10) have no modifier. On the other 
end of the scale, very intelligent creatures (11 -12) can detect inges¬ 
tive poison at a bonus of +5%; high intelligence (13-14) at a +10% 
bonus; exceptional (15-16) at +15%; genius (17-18) at +20%; supra- 
genius (19-20) at +30%; and godlike (21+) at +40%. 

Any creature that has encountered the same poison before, 
regardless oif intelligence, gains an additional 25% to detect. (Treat 
all results of 0% or less as no chance to detect, and all results of 
100% or more as automatic detection .) 

"Hitting" with ingestive poisons 

How often are you able to feed a monster in a dungeon? Most 
adventurers are not going to sit down and enjoy brunch with a trog¬ 
lodyte. Though unlikely, it is not impossible to trick some monsters 
into eating poisoned food. How about offering a hungry-looking rust 
monster some spiked spikes? Or, if you're being chased by a purple 
worm or shambling mound, take out the canned shrieker that you 
luckily remembered to bring along and drop it on the floor after 
spicing it with some delectably deadly herbs. 


INGESTIVE POISONS 

Cost (gp) per dose/ 



Saving 

Strength 

throw adjustment 

Strength Strength 

Detect, 

active 

Detect, 

Onset 

time 

Run 

Damage, 

fail 

Damage, 

if 

Type 

1 

2 

3 

search 

search 

(rds.) 

time 

save 

save 

AAA 

5/+4 

10/+2 

25/+0 

80% 

40% 

2-20 

3hp/rd 

3-18 hp 

Vi 

AA 

10/+4 

25/+2 

50/+0 

60% 

30% 

1-2 

4 hp/rd 

12 hp 

0 

A 

10/+4 

25/+2 

50/+0 

60% 

30% 

2-8 

3 hp/rd 

3-36 hp 

y 2 

B 

50/+2 

100/+0 

250/-2 

40% 

20% 

2-5 

4 hp/rd 

4-48 hp 

Vi 

C 

100/+2 

250/+0 

500/-2 

20% 

10% 

1-2 

6 hp/rd 

6-60 hp 

V2 

D 

500/+0 

1,000/-2 

2,500/-4 

4% 

2% 

1/10 

10 hp/rd 

Death 

25 hp 

E 

1,000/40 

2,500/-2 

5,000/-4 

4% 

2% 

1-4 hrs. 

1 round 

Death 

30 hp 

S 

100/+2 

250/+0 

500/-2 

20% 

10% 

1-4 

1 round 

Sleep, 

Slow, 

R 

500/+2 

1,000/40 

2,500/-2 

10% 

5% 

Special 

1 round 

3-18 rds. 
Death 

3 rds. 

0 


Types AAA through E are damage-causing poisons of the standard sort, varying in potency and damage potential according to type and 
strength. Type S is a sleep-inducing poison that causes the victim to be slowed if the save is made. 

Type R ingestive poison is a three-part poison which can be added to food or drink. All three stages must be applied to the victim within 1 
month, and the victim must only roll one saving throw, after the third stage is applied. If this save is successful, the victim takes no damage; if 
it is failed, the victim will die. The onset time is 1 to 10 days after the third stage is administered. For pricing purposes, each dose contains all 
three stages. 
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Those are, like it says, possible uses of ingestive poisons against 
monsters. But a more likely way of using them (including the sleep 
versions) is to hurl those vials into the monsters' jaws. The general 
rule is that to be able to throw a poison vial into a monster's mouth, 
the player must state beforehand that his character is trying to do so, 
and then the character must score a missile hit against the monster 
at an armor class four places better than the normal armor class of 
the monster, because of the difficulty of hitting such a specific and 
(relatively) small target. (This also assumes that the target creature 
is stupid enough, or angry enough, to be standing or approaching 
the thrower with its jaws agape. Creatures with at least moderate 
intelligence will realize what's about to happen just before the vial is 
thrown, and will probably close their mouths immediately. And 
obviously, this tactic will not work at all against creatures with no 
"mouth" as we know it.) 

Example: If Herman the second-level fighter wished to throw a 
vial of sleep poison (only ingestive poison and monster venom will 
work) into Tug the bugbear's mouth, he must score a missile hit 
upon an armor class of 1 instead of the bugbear's normal AC5. If 
Herman had a 16 dexterity ('1 to hit with missiles) and was 15 feet 
away (in a dungeon, medium range -2 to hit; see DMG, page 64), 
then he would need a roll of 19 or better to successfully throw the 
poison vial into Tug's mouth. Then, if Tug failed his saving throw 
vs. poison, he would fall asleep, right? Well, maybe. If Herman 
remembered to unstopper the vial before he threw it, then no prob¬ 
lem. But if the vial was still stoppered, then for Tug to be affected by 
the poison, the delicate vial must fail a saving throw against a nor¬ 
mal blow. Otherwise, all that will happen to Tug is a stomach ache 
caused by swallowing the vial whole. 

Insinuative poisons 

These are also known as blade venoms. They can be used only to 
coat weapons in order to give the weapon more damage potential. 
Insinuative poison is bought in 4-oz. doses, but only in liquid form. 
Generally, swords, pole arms, arrows, darts, and the like can be 
coated with poison. Blunt weapons (such as those used by clerics) 
cannot be envenomed. 

This type of poison, since it is water-based, can be washed off. 
However, prolonged use of this poison can be dangerous. Every time 
an envenomed weapon is sheathed or unsheathed and during every 
round the weapon is used in combat, there is a chance, depending 


on the wielder's dexterity, that the character could be nicked by his 
own weapon and affected by his own poison. If a character using 
blade venom is determined to have nicked himself accidentally, then 
a normal saving throw vs. poison is required — and accidental 
poisoning does count as one full usage of the poison (see below). 

When a character draws an envenomed weapon, in every round 
when the weapon is being used, and when a character puts the 
weapon back in its sheath or scabbard, the DM should roll to see if 
accidental poisoning occurs. The chance is 15% for those with a 
dexterity of 3 or less, 12% for dexterity 4, 9% for dexterity 5-6, 7 % 
for dexterity 7-8, 5% for dexterity 9-14, 3% for dexterity 15-16, 2% 
for dexterity 17-18, and 1% for dexterity 19 or higher. 

Each 4-oz. dose of insinuative poison can coat a various number 
of different types of weapons; in some cases, multiple doses are 
required to completely cover a blade. The table below should be 
used as a general guide: 


Weapon 

Coats/dose 

Weapon 

Coats/dose 

Dart 

6 

Short sword 

1 

Arrow 

4 

Scimitar 

1 

Spear head 

3 

Broad sword 

% 

Pole arm 

2 

Long sword 

% 

Hand axe 

2 

Bastard sword 

% 

Dagger 

2 

2-hd. sword 

1/3 


These figures mean that the same dose of insinuative poison could 
coat six darts or one-third the blade area of a 2-handed sword. To 
properly and completely envenom a 2-handed sword, three vials of 
insinuative poison are needed, no less (no more, either, for extra 
poison will not stick to the weapon; it will quickly drop off). 

Any weapon that requires one dose or less to be fully envenomed 
must be completely covered, or it will provide no poison damage 
whatsoever. For weapons that require more than one dose to fully 
coat them (i.e., the broad sword through the 2-handed sword), 
partial coating does the following: 

1) If less than half of the blade is covered, the weapon is so ineffec¬ 
tively envenomed that the poison will have no effect. 

2) If half or more of the blade is coated, but it is not completely 
covered, the victim of a hit from this weapon gains an additional +4 
on his saving throw, and the poison will be used up after just one hit 
(or evaporated after one full day). 

On normal weapons (steel or iron, not magical), insinuative poi¬ 
son evaporates fairly quickly; on the first day that the poison is in 
use, very little evaporates and it does full damage. After one full day, 
evaporation loss takes its toll, and the poison does only half damage. 
After two full days, the poison and its extra damage are completely 
gone. Each hit on an opponent by an envenomed weapon has the 
same effect as one day of evaporation: The first hit does full damage, 
the second hit half damage, and the third hit no damage. No dam¬ 
age would occur from the poison after partial evaporation and par¬ 
tial usage (such as after one full day and one hit). Partially 
evaporated or used E, F, G, or S insinuative poisons would not give 
half damage (what would be a half-death?), but instead the victim 
receives a bonus of +4 on his saving throw. Magical and silver weap¬ 
ons do not hold insinuative poison as well as normal weapons do. 
(Magic weapons slowly "burn off' the poison, and blade venom 
simply does not stick very easily to silver weapons.) Therefore, an 
envenomed weapon which is silver or magical will only do poison 
damage on the first day after it is coated, and only on the first hit; 
however, this blow will always cause damage, with no saving throw 
allowed to the victim in such a case. 

Magic swords that possess unusual capabilities (i.e., intelligence) 
and are of good alignment will not allow themselves to be enven¬ 
omed without taking some sort of counter-measure, and they will 
unmistakably communicate this feeling to the holder of the weapon 
before that character makes any attempt to use blade venom. A 
good-aligned, intelligent sword held against its will and forced to 
"swallow" blade venom may cause an "accident" to happen to the 
unfortunate character who insists on trying to coat the blade. 

As stated in the Players Handbook (page 29), "Poisoned weapons 
used run the risk of being noticed by others." Normal envenomed 
weapons have a 10% cumulative chance per round of being 
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INSINUATIVE POISONS 

Cost (gp) per dose/Saving throw adj. 


Type 

Strength 

1 

Strength 

2 

Strength 

3 

AAA 

10/+4 

25/+2 

50/+0 

AA 

25/+4 

50/+2 

100/+0 

A 

25/+4 

50/+2 

100/+0 

B 

100/+2 

250/+0 

500/-2 

C 

250/+2 

500/+0 

l,000/-2 

D 

1,000/+0 

2,500/-2 

5,000/-4 

E 

2,500/+0 

5,000/-2 

7,500/-4 

F 

2,500/+0 

5,000/-2 

7,500/-4 

G 

5,000/+0 

7,500/-2 

10,000/-4 

S 

250/+2 

500/+0 

1,000/-2 


detected, as stipulated in that rule. In addition, silver and magic 
weapons which are envenomed have a 15% cumulative chance per 
round of being detected due to their special nature. 

The sheathing of weapons has a considerable chance of totally or 
partially removing the insinuative poison placed on the weapon. 
Normal weapons that are fully coated and then sheathed have a 40% 
chance of a partial loss of poison from being sheathed, meaning 
either half damage or +4 on victim's saving throw. Normal weapons 
with poison that is partially evaporated or partially used, and silver 
or magic weapons that are fully coated, have a 33% chance of losing 
all of their poison effectiveness due to sheathing. 

Contact poisons 

These are poisons that cause damage upon contact with the 


Onset 


Damage, 

Damage, 

time 

Run 

fail 

if 

(rds.) 

time 

save 

save 

1-8 

3 hp/rd 

3-12 hp 

0 

1 

4 hp/rd 

8 hp 

0 

1-6 

5 hp/rd 

5-20 hp 

0 

1-4 

5 hp/rd 

5-30 hp 

0 

1-3 

5 hp/rd 

5-40 hp 

0 

1 

5 hp/rd 

5-60 hp 

0 

1/10 

10 hp/rd 

Death 

0 

1-2 

1 round 

Death 

0 

1/10 

lseg. 

Death 

0 


1-2 1 round Sleep, 0 

3-18 rds. 

unbroken skin. They cannot be used on weapons, and are most 
generally employed in traps. Contact poison is made in either a 
powder or a liquid form. This poison, like ingestive poison, blends 
in with its surroundings; for example, gold powder contact poison 
may be placed on a few gold coins, or a grease-like liquid may be 
applied to a lock or a hinge. 

Unlike insinuative poisons, contact poisons evaporate very little, if 
at all. However, they do slowly lose their effectiveness over a period, 
of time. When first applied, contact poisons are 100% effective with 
respect to damage potential. One month after its application, the 
contact poison becomes 80% as effective as it was at its original 
strength. From then on, its power decreases by 5% per month until 
one year after application, at which time it is at 25% of its original 
effectiveness. After a year and a half, the contact poison is reduced 
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CONTACT POISONS 


Cost (gp) per dose/ 

Saving throw adjustment Detect, 


Type 

Strength 

1 

Strength 

2 

Strength 

3 

active 

search 

A 

25/+4 

50/+2 

100/+0 

40% 

B 

100/+3 

250/+1 

500/- 1 

30% 

C 

250/+2 

500/+0 

1,000/-2 

20% 

D 

1,000/+1 

2,500/-1 

5,000/-3 

10% 


Detect, 

Onset 




no 

time 

Run 

Damage, 

Damage, 

search 

(rds.) 

time 

fail save 

if save 

20% 

2-8 

3 hp/rd 

3-12 hp 

0 

15% 

2-8 

4 hp/rd 

4-24 hp 

1-6 hp 

10% 

1 

6 hp/rd 

6-36 hp 

3-12 hp 

5% 

1/10 

10 hp/rd 

Death 

25 hp 


to 10% effectiveness, and two years after application, the poison's 
damage potential is gone. Type D contact poison causes death auto¬ 
matically during the first month after application (if, of course, the 
saving throw is failed). After that, damage for failing the saving 
throw vs. Type D contact poison is calculated by using 50 hit points 
as the base number for damage potential. 

The same system used for detecting ingestive poison is used for 
checking for contact poison. Intelligence and previous experience 
with the same type of contact poison do help in detecting this poison. 

Each dose of contact poison can coat various objects in different 
amounts. Below are listed some common articles that could be 
coated with contact poison, and the extent to which one dose will 
cover them: 


Article 

Coats/dose 

Articles 

Coats/dose 

Needle 

8 

Doorknob 

1 

Coin 

5 

Shield handle 

1 

Gem 

3 

Lock 

1 

Dagger hilt 

2 

Helmet 

% 

Sword hilt 

1 

Robe 

1/3 

Chest handle 

1 

Suit of armor 

V* 


Any object that is not completely coated with contact poison will, 
in many circumstances, have a chance of not causing any poison 
damage. This chance is equal to the percentage of the surface area 
that is covered with poison. For instance, one dose of contact poison 
used on the outside of a suit of armor will coat the armor over only 
25% of its surface area, so that there is only a 25% chance of an 
intended victim touching the armor where the poison is applied. 

This chance for no poisoning only applies when the object is just 
touched briefly and only in one or two specific locations (such as 
when the armor is grasped in one or two hands and held or lifted; if 
the victim touches the armor repeatedly, or runs his hands over it, 
the poison will always be contacted). Also, this chance does not 
apply if, for instance, the inside of the suit of armor is coated and 
the armor is put on. The poison will do its normal damage in such a 
case, since there is no way for the victim to avoid touching the poi¬ 
son even if it only extends over a portion of the inside surface area. 

Contact poisons may only be bought by assassins, and only assas¬ 
sins and thieves (if a thief can somehow obtain the poison) may set 
mechanical traps using contact poison (for example, a chest with a 
poisoned-needles trap, as mentioned on page 20 of the DMG). 
Mechanical traps involving contact poison do not allow characters to 
detect the presence of poison directly, but, of course, trap detection 
is allowed. 



Poisonous gases 

The fourth and last type of poison that can be bought on the open 
market is poisonous gas. Poisonous gas is bought as a liquid in a 
4-0oz. vial, which contains one dose. Upon exposure to air the poison 
turns to gas which will expand to fill 125 cubic ft. (5' x 5' x 5'). Up 
to 6 size S creatures, or 4 size M creatures, or 2 size L creatures can 
be affected by one dose. Combinations are possible (1 L and 3 S, 2 
M and 3 S, etc.). If less than the maximum number of creatures is 
affected immediately, the noxious vapors will remain in the 125- 
cubic-ft. area until air movement (gust of wind, for instance) causes 
them to dissipate, until the maximum number of creatures is 
reached (if others move into the area), or until 5 rounds have 
elapsed since the gas was released; at that point, the poison's effec¬ 
tiveness is lost. A creature may not be affected by the same dose of 


poisonous gas more than once; moving out of the affected area and 
then back into it does not increase the damage suffered. As with 
contact poisons, any mechanical trap using poisonous gas must be 
set by an assassin or a thief. 

When using poisonous gas in melee, one major problem must be 
overcome: how to set it off. The most logical way is to unstopper the 
vial and quickly toss it toward your enemies. That's a good solution., 
unless the heads of your enemies are more than 5 feet off the 
ground. (The area of effect of the gas cloud is 5' x 5' x 5') and 
since the vial will fall to the floor and the gas is heavier than air, the 
poison cloud will not rise high enough to affect the breathing appa¬ 
ratus of a very tall humanoid creature.) One possible solution would 
be to toss or place the stoppered vial on a ledge or other elevated 
place and then try to break it with some sort of missile; the gas will 
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POISONOUS GASES 


Cost (gp) per dose/ 


Type 

Saving throw adjustments 

Strength Strength Strength 

1 2 3 


Onset 

time 

(rds.) 

Run 

time 

Damage, 
fail save 

Damage, 
if save 

A 

100/+4 

250/+2 

500/+0 


1-6 

3 hp/rd 

3-12 hp 

0 

B 

250/+4 

500/+2 

l,000/+0 


1-3 

5 hp/rd 

5-30 hp 

0 

C 

1,000/+2 

2,500/+0 

5 ,000/-2 


1-2 

5 hp/rd 

5-50 hp 

0 

D 

5,000/+0 

7,500/-2 

10,000/-4 


2-5 

6 hp/rd 

6-72 hp 

V, 

E 

5,000/+0 

7,500/-2 

10,000/-4 


1 

10 hp/rd 

Death 

0 

S 

1,000/+2 

2,500/+0 

5,000/-2 


1-4 

1 hp/rd 

Sleep, 

3-18 rds. 

0 

disperse starting from a higher point, and would affect taller victims 
before the cloud settles to floor level. 

Monster venoms 

This term describes all poisons extracted directly from venomous 
monsters. This venom is exceedingly valuable because it can be used 
as ingestive or insinuative poison — two weapons in one. But 
obtaining monster venom is not an easy job. Poison from a giant 
scorpion and venom from a giant poisonous snake are high-priced 
and hard to locate. To buy them in the marketplace, even in a large 
town, would be almost impossible. It is possible for characters to 

take the poison from the monsters themselves; however, normal 
combat damage will most likely destroy the monster's poison sac and 
the character's hopes of obtaining the poison along with it. Destruc¬ 
tive spells (such as fireball, lightning bolt, and flame strike), if used 
indiscriminately, will practically ruin any chance for the recovery of 
venom. Killing the monster with blunt weapons in a normal combat 
situation will enable characters to collect its venom 50% of the time. 

If a monster is incapacitated before being killed, characters stand 
a greater chance of being able to collect its venom. An incapacitated 
creature, for this purpose, is defined as any creature that is magi¬ 
cally sleeping, being held, or otherwise helpless. Good spells for this 

MONSTER VENOMS 

Available 
doses in 

Typ e monster 

Cost 

(gP)/ 

dose 

Detect, Detect, 

active no 

search search 

Saving 
throw 
adj . 

Damage, 

fail 

save 

Damage, Onset 

if time 

save (rds.) 

Run 

time 

(rds.) 

Ant, gt. 

1 

250 

40% 

20% 

0 

3-12 hp 

1-4 hp 1 

1 

Centipede, gt. 

% 

1,000 

50% 

25% 

+4 

Death 

0 2-5 

2-5 

Couatl 

3 

6,000 

30% 

15% 

0 

Death 

0 1 

1-4 

Eel, weed 

1 

3,000 

70% 

35% 

0 

Death 

0 2-5 

1-4 

Frog, poisonous 

y 2 

1,000 

80% 

40% 

+4 

Death 

0 2-5 

2-8 

Imp 

i 

5,000 

50% 

25% 

0 

Death 

0 1-2 

1-4 

Masher 

5 

6,000 

20% 

10% 

0 

Death 

0 1-6 

1 

Medusa 

3 

4,000 

80% 

40% 

0 

Death 

0 1 

1-8 

Naga, guardian 

4 

5,000 

40% 

20% 

0 

Death 

0 1-4 

1-4 

Pseudo-dragon 

1 

5,000 

50% 

25% 

0 

* 

0 1-3 

1-4 

Purple worm 

7 

5,000 

70% 

35% 

0 

Death 

0 1 

1-3 

Ray, pungi 

5 

5,000 

60% 

30% 

0 

Death 

0 1 

2-5 

Ray, sting 

2 

6,000 

30% 

15% 

0 

** 

0 1-3 

1 

Scorpion, gt. 

3 

10,000 

50% 

25% 

0 

Death 

0 1/10 

1/10 

Snake, amphis. 

3 

7,000 

80% 

40% 

0 

Death 

0 1/10 

1 

Snake, poisonous 

5 

7,000 

40% 

20% 

0 

Death 

3-18 1-2 

2-5 

Snake, spitting 

3 

4,000 

80% 

40% 

0 

Death 

0 1-3 

1-3 

Spider, gt. 

5 

5,000 

40% 

20% 

0 

Death 

0 1-4 

1-2 

Spider, huge 

3 

3,000 

50% 

25% 

+1 

Death 

0 1-6 

1-4 

Spider, large 

2 

2,000 

60% 

30% 

+2 

Death 

0 2-5 

2-5 

Spider, phase 

6 

10,000 

10% 

5% 

-2 

Death 

0 1-3 


Spider, gt. water 

3 

4,000 

70% 

35% 

0 

Death 

0 2-4 

1-3 

Toad, poisonous 

3 

5,000 

40% 

45% 

0 

Death 

0 1 


Wasp, gt. 

4 

6,000 

20% 

10% 

0 


0 1-4 


Wyvem 

6 

5,000 

70% 

35% 

0 

Death 

1-6 1-6 

1-3 


— State of catalepsy 1 to 6 days, 25% chance to die. 

— Paralyzed 5-20 turns and 5-20 hp damage. 

— Paralyzed 2-5 days, then death. 
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purpose are hold monster, command (if you know the monster's 
language), and sleep. Successful assassinations and backstabbings (if 
that single backstab kills the creature) also count as rendering the 
creature incapacitated before death, because the killing blow is well- 
aimed and the victim is essentially helpless to prevent the blow. 

As a set of general guidelines, the DM can use the following list to 
help moderate the chance of recovering venom from a poisonous 
creature that has been vanquished: 

% Chance for 
slayer(s) to 

Monster is . . . recover venom 

Wounded and killed by sharp weapons and/or 

destructive spells; not incapacitated before death. 10% 

Wounded and killed by sharp weapons and/or 

destructive spells; incapacitated when it had 1% to 

50% of its full normal hit points. 35% 

Wounded and killed by sharp weapons and/or 

destructive spells; incapacitated when it had 51% to 

99% of its hit points. 60% 

Wounded and killed by sharp weapons and/ or 

destructive spells; incapacitated when it had all of its 

hit points. 85% 

Wounded and killed by blunt weapons only; not 

incapacited before death. 50% 

Wounded and killed by blunt weapons only; incapaci¬ 
tated when it had 1% to 50% of its hit points. 65% 

Wounded and killed by blunt weapons only; incapaci¬ 
tated when it had 51% to 99% of its hit points. 80% 

Wounded and killed by blunt weapons only; incapaci- 
tated when it had all of its hit points. 


A successful roll means that all of the monster's venom can be 
recovered; failing the roll means no venom can be recovered. (This 
is strictly an all-or-nothing deal.) 

Of course, monster venoms vary as much as monsters do. Many 
different kinds of poison can be recovered. The price given on the 
accompanying table is what an NPC would pay for it on the black 
market. The Assassins' Guild will buy monster venom, but only for 
no more than half the listed price — and the guild will not sell mon¬ 
ster venom to anyone. Also, characters should know (or they will 
soon be made aware) that selling poison to anyone besides the Assas¬ 
sins' Guild is a risky business; the guild doesn't like anyone interfer¬ 
ing with their monopoly on poisons. 

All of the rules that apply to ingestive and insinuative poisons 
apply also to monster venoms when they are used in the same man¬ 
ner. The great weapon potential of monster venoms is balanced by 
their inaccessibility and the danger in obtaining them, whether they 
are purchased or procured by combat. 

Antidotes 

The purpose of an antidote is to counteract poison in a victim's 
system; antidotes do not restore hit points already lost because of 
poison. Antidotes are always in liquid form when used, and are 
always ingested. They come in 4-oz. doses, just like poisons do. 

Antidotes come in five basic types, corresponding to the five types 
of poisons :anti-ingestive, anti-insinuative, anti-contact, anti-gas, 
and anti-venom. All antidotes except for anti-venom can be bought 
from any major alchemist. Generally the cost of the antidote is the 
same as the Strength 1 variety of the poison type it counteracts. 

Each type of antidote neutralizes a set amount of possible damage, 
roughly equivalent to the average amount of damage that the same 
type of poison causes. Stronger antidotes may sometimes, but defi¬ 
nitely not always, neutralize weaker poisons. The cost per dose of 
each type of antidote, the damage it prevents, and the chance that 
the antidote may neutralize a weaker poison are given in the charts 
on the facing page. 
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ANTI-INGESTIVE ANTIDOTES 



cost/ 

Damage 

Other poisons 

Type 

dose 

prevented 

neutralized 

AAA 

5 

lOhp 

none 

AA 

10 

12 hp 

none 

A 

10 

20 hp 

AAA (25%) 

B 

50 

25 hp 

AAA (45%), A (20%) 

C 

100 

35 hp 

AAA (60%), A (35%), B 
(15%) 

D 

500 

50 (death) 

AAA (70%), A (45%), B 
(25%), C (10%) 

E 

1,000 

Death 

none 

S 

100 

Sleep or slow 

none 

R 

500 

Death 

none 

ANTI-GAS ANTIDOTES 



cost/ 

Damage 

Other poisons 

Type 

dose 

prevented 

neutralized 

A 

50 

10 hp 

none 

B 

100 

20 hp 

A (25%) 

C 

500 

30 hp 

A (45%), B (20%) 

D 

2,500 

40 hp 

A (60%), B (35%), C (15%) 

E 

2,500 

50 (death) 

A (70%), B (45%), C (25%), 
D (10%) 

S 

500 

Sleep 

none 


Lesser antidotes do not affect, in any way, stronger poisons. If an 
AAA insinuative poison is determined to do 12 hit points of damage 
(the maximum), and the poisoned creature takes an antidote for 
AAA insinuative poison before any damage is realized, he will still 
suffer 2 hit points of damage. But if an E insinuative poison causes 
10 hit points of damage per round until death and the poisoned 
creature takes an E anti-insinuative before or after some damage has 
been taken (it matters not which), he will lose no more hit points 


ANTI-INSINUATIVE ANTIDOTES 


Type 

cost/ 

dose 

Damage 

prevented 

Other poisons 
neutralized 

AAA 

10 

10 hp 

none 

AA 

25 

8 hP 

none 

A 

25 

15hp 

AAA (25%) 

B 

100 

20 hp 

AAA (45%), A (20%) 

C 

250 

25 hp 

AAA (60%), A (35%), B 

D 

1,000 

35 hp 

(15%) 

AAA (70%), A (45%), B 

E 

2,500 

50 (death) 

(25%), C (10%) 

AAA (75%), A (50%), B 

F 

2,500 

Death 

(30%), C (15%), D (5%) 
none 

S 

250 

Sleep 

none 

Note: Type G insinuative poison has no antidote. 

ANTI-CONTACT 
Cost/ 
Type dose 

ANTIDOTES 

Damage 

prevented 

Other poisons 
neutralized 

A 

25 

10 hp 

none 

B 

100 

15hp 

A (25%) 

C 

250 

25 hp 

A (45%), B (20%) 

D 

1,000 

50 (death) 

A (60%), B (35%), C (15%) 


from that time onward, unless he had more than 50 hit points 
remaining at the time the antidote took effect. In that latter case, he 
will (in effect) keep taking damage until reaching 50 hit points, and 
will recover from the poison with 50 hit points. 

Antidotes are good against only one poisoning, even if the victim 
makes a successful saving throw. Antidotes can be taken in advance 
of the poison encounter; they will retain their potency for up to 3 
hours, or until they neutralize a poison. The onset time of antidotes 
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is almost immediate: 1 segment is needed to open the vial and drink 
its contents, and the antidote takes effect in 2-5 segments, just like a 
potion. Death-causing poisons which do not do a specific amount of 
damage per round and are neutralized by an antidote before the run 
time is completed will cause no damage to the afflicted creature. 

Each type of anti-venom is good only against one specific type of 
monster poison. For a skilled alchemist to create one dose of anti¬ 
venom (and only a very accomplished alchemist can do the job), one 
dose of the poison it will protect against is needed, along with money 
equal to the cost of one dose of that poison. If anti-venom is admin¬ 
istered and takes effect before the run time of the monster venom is 
completed, then no hazardous effects occur to the poisoned creature. 

Poison potions 

As stated in the DMG, "A poison potion is simply a highly toxic 
liquid in a potion flask." Therefore, while the flask itself may radiate 
magic (at the option of the DM or according to circumstances), the 
contents of such a flask are not magical. Poison potions either con¬ 
tain liquid ingestive poison or (rarely) monster venom. Taking only 
a sip from a poison potion can sometimes set off its effects, depend¬ 
ing on the poison's strength (see below). To determine what poison 
the potion is, roll on the table below and, if needed, on the subtable. 
(Note: The detectability aspect of a poison is not considered when 
testing a potion of poison to determine its contents.) 



Type 

Chance of 


and 

effect from 

Die roll 

strength 

one sip 

01-06 

AAA-1 

10% 

07-11 

AAA-2 

20% 

12-15 

AAA-3 

30% 

16-21 

AA-1 

15% 

22-26 

AA-2 

25% 

27-30 

AA-3 

35% 

31-36 

A-l 

20% 

37-41 

A-2 

30% 

42-45 

A-3 

40% 

46-50 

B-l 

30% 

51-54 

B-2 

40% 

55-57 

B-3 

50% 

58-62 

C-l 

40% 

63-66 

C-2 

50% 

67-69 

C-3 

60% 

70-72 

D-l 

50% 

73-74 

D-2 

60% 

75 

D-3 

70% 

76-78 

E-l 

60% 

79-80 

E-2 

70% 

81 

E-3 

80% 

82-85 

S-l 

40% 

86-88 

S-2 

50% 

89-90 

S-3 

60% 

91-00 

Roll on subtable. 

next column 


Subtable 


Chance of 



effect on 

Die roll 

Type 

sip 

01-08 

Giant ant 

10% 

09-15 

Poisonous frog 

10% 

16-23 

Giant centipede 

20% 

24-30 

Large spider 

30% 

31-37 

Huge spider 

40% 

38-41 

Weed eel 

30% 

42-47 

Giant water spider 

40% 

48-52 

Medusa 

40% 

53-57 

Spitting snake 

40% 

58-61 

Wyvem 

50% 

62-65 

Poisonous toad 

50% 

66-69 

Giant spider 

60% 

70-73 

Pungi ray 

60% 

74-77 

Purple worm 

50% 

78-80 

Pseudo-dragon 

60% 

81-83 

Guardian naga 

60% 

84-85 

Imp 

60% 

86-87 

Couatl 

75% 

88-90 

Masher 

75% 

91-93 

Sting ray 

75% 

94-96 

Giant wasp 

75% 

97 

Amphisbaena snake 

60% 

98 

Poisonous snake 

75% 

99 

Giant scorpion 

80% 

00 

Phase spider 

90% 


Poison potions normally contain one dose (4 oz.). Poison potions 
can be sold to an NPC for the full listed cost (see poison tables) or to 
the Assassins' Guild at half the listed price. 

Final words 

Characters' saving throws against poison should be made in secret 
by the DM unless the character has prior knowledge of the poison 
(such as if he witnesses a blade being envenomed before it strikes 
him). In non-exceptional cases, the character should not know that 
he has been poisoned until the poison actually takes effect at the end 
of the onset time. 

The use of this system is, of course, optional. It may not be 
important to go into this much detail in a campaign where charac¬ 
ters only use poison infrequently. But, since poisonous monsters are 
always poisonous, the section on monster venoms may be useful to 
almost anyone. 

It has been repeatedly stated in this article, directly and indirectly, 
that only assassins have the ability and the "permission" (in the 
context of the AD&D social and ethical structure) to use poison 
frequently and effectively. The Dungeon Master is honor bound to 
simulate this by making poisons difficult for most characters to 
obtain and employ, and by creating penalties and dangers to be 
coped with by those who try to disregard the "laws" of poison use. 10° 
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in the Cleft of Queens 




"And you," the girl Lealu shouted to her dragon is about to hatch. Can't you under¬ 
fiance, "tell us daydreams of dragons stand? Why else would the beasts show 

instead of earning my bride's fee! ! " themselves? A thousand years have passed." 

"She truly loves you," Ramm's mother He pulled a green scale from his pocket and 

said sourly. Her mouth pursed down as she displayed it before them. "Lealu, do you 
watched her son's face flush. wish to be snatched?" 

"Mother, Lealu —" He reached for a "Like a com cake?" the girl replied 

corn cake set to cool on the stone hearth of mockingly. 

the small cottage, only to have his mother "And devoured ?" Ramm finished, ignor- 

slap his hand away. ing her sarcasm. 

"In the Cleft of Queens," he repeated, "a He thought of her walking alone at sunset 
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over the rolling plains as the herds came 
home. Scowling, he pushed back his curly 
red hair with a fist. 

Abruptly, the wooden door of the cottage 
jerked open, and Putii, Lealu's father and 
headsman of the village, stormed in. He 
shook Ramm's shoulder. "You fool! Three 
times this season you've been away from 
your post! The sluice gate is open; the mill 
pond, empty. Dav's lettuces — gone! He 
has lost two weeks' labor and priceless 
seed." 

Ramm stammered, "But — dragons! 
Over the Tame Lands!" He again thrust 
out the curved, iridescent scale. Putii 
ignored it. 




"Ramm, I warned you thrice," the old 
man continued. "You are no hunter. As a 
herder, you let the flocks scatter while you 
study ant hills. You cannot even guide water 
through a trough!" He paused. "Whipping 
has not helped, nor words. Nor" — he 
glanced at Lealu — "has love. She is no 
longer for you. I banish you and strip you 
of your name." 

Lealu flung herself forward, but Putii 
thundered, "Daughter, be still! His mouth 
is stuffed with words as a crow is stuffed 
with com. Crow steals the substance of our 
people. So let him be called." 

Ramm's flush subsided, leaving him pale 
despite his tan. That Putii dared! Why, all 
the folk loved his tales and his singing, 
Ramm told himself furiously. He could even 
pen letters at need! 

Fiercely, he tugged the girl from his 
mother and kissed her. "Hear me!" he 
urged, his voice gathering strength. "Call 
me what you like. Yet, headsman, I swear I 
shall return to claim my true name — and 
Lealu! If you marry her to anyone else, I 
shall bring the dragons upon you all!" 

Ramm rushed to his sleep alcove, hands 
shaking with rage and excitement. He took 
his lyre, flints, hunting knife (which was 
newly sharpened only because he'd been 
whittling stick animals for little ones), and a 
string of dried fruit which he hung around 
his neck. He was indeed a Singer; it was 
about all he was good at doing, and now he 
must prove himself and his worth. 

The sun was westering when Ramm 
nodded curtly to his mother, met Lealu's 
violet, tear-washed eyes, and turned his 
steps to the winding cliff trail that pene¬ 
trated the fierce Serpent Mountains. 

As he walked, he allowed himself a fistful 
of daydreams. Dragons were said to guard 
great hoards of jewels. Perhaps he could 
win a bride-fee for Lealu, and make up to 
Dav for the loss of his lettuces as well. In 
that instant, with the play of the late sun 
turning his flaming hair to gold, freedom 
turned to music upon his lips. He was 
almost light-hearted, but his backpack was 
loaded and lumpy. Shrugging his shoulders, 
he attempted to shift the heavy flints he 
bore. 

There was an odor to the Cleft of Queens 
that a traveller had once told of to the small 
boy Ramm had been. 

"A bad smell?" He was wonder-eyed at 
the stooped, cloaked man with the snapping 
black eyes. 

"No, lad, an untame smell, if you follow 
me. A fire smell — ozone and ash. Ah, not 
dirty. There's nothing purer than a dragon; 
mark that, boy. They gnaw clean the bones 
they eat — gnaw clean and calcine in the 
iron furnaces of their bellies. Ah, sterilize 
dry as the pale carcass of the moon." 

There was a light of truth in the old one's 
words, though the yellow of madness dwelt 
in his eyes as well. He was a wizard long 
past his powers, who claimed to have once 
tended a dragon egg in a far country. 


Ramm believed. It was the right of a 
Singer to believe. He thought of the wizard 
now as he trudged along. He would have 
learned more, had not the elders frightened 
the old fellow with stones and threats and 
driven him off. 

But the old lore books in the sand caves 
had taught Ramm most of what he knew 
about dragons and the wild lands. It was 
not comfortable lore. Dealing with the great 
beasts was, of course, very simple. You 
either charmed them, or they ate you. It 
was recorded that they hated stammering or 
any show of fear, yet bravery merely 
amused them. Cold, hard, bold, blatant — 
dragons were the Guardians of the Ancient 
Art of Rhetoric. 

Would they hear his song? Even let him 
begin it? Or would his bones lie white as the 
corpse of the moon? 

For three nights Ramm asked himself 
these questions as, rolled in a thin blanket, 
he tried to sleep against the stony breasts of 
the slopes. By each nightfall he was higher 
up, lowlands spreading below him, vast 
black sky above him. The middle ground, 
bearing the small incandescent spark of his 
soul, seemed small indeed. 

On the fourth morning, with his belly 
gripping his rib cage (his dried fruit was 
gone, and scant was the bread and cheese 
his angry mother spared him), Ramm came 
to the fabled Cleft of Queens and slung 
down his load. 

He had imagined the great slit of rock at 
trail's end, and the sight of it had visited his 
dreams. Solitary wanderers who 
approached this far dared venture no fur¬ 
ther. Yet beyond the granite doorsill lay 
Ramm's oath and the safety of all the low¬ 
land valley. He wondered if Putii knew his 
last threat to be bluster: he could never 
destroy his own village. 

But the dragons were stirring. He must 
make sure they would not harm the Tame 
Lands. He forgot the weariness in his back. 
Was he not a bearer of flints — gifts beyond 
price to the great beasts he sought? 

He reviewed his lore yet again. Young 
dragons were not bom with the gift of fire. 
Their small talons had to grow agile before 
they could light the black caves of their 
bellies. And then, Ramm chuckled, just as 
in seasoning a skillet, each of the dragons 
had to develop a tolerance for heat and 
greater heat as they aged. 

No, hunger for humans did not drive the 
dragons from this hidden valley, their 
immemorial home. When they emerged to 
awe the elders and terrify the peasants, they 
did not search for babies. A baby was the 
merest unsatisfactory mouthful compared to 
the great shaggy mammoths and bison, 
their natural prey. They searched for flint. 

If they failed to find a source, they grew 
angry and frightened — and thus terribly 
dangerous, so the old tales agreed. At the 
advent of a new dragling, Ramm hoped 
they would be particularly anxious to 
ensure a supply. 


"I deliver flints," Ramm cried aloud to 
test his voice. "And I am a Singer." 

"Singer — singer," the echoes flew back 
at him. 

"I can charm the feathers off a pigeon" 

— so his mother had said — "or the ribbon 
from a maiden's hair!" (But Lealu would 
have tittered her scorn indeed at this claim.) 

Ramm whistled softly as he tuned his lyre 
and prepared his song. Then he marched 
forward into the narrow pass that led to the 
cleft's inner recesses. Sheer granite rose all 
about; rocks had been scorched and seared 
and bristled by great fires. The shards of 
debris at his feet were heat-blasted. He 
controlled his shuddering and peered 
upward to the great ledges that broke the 
cliff face. 

There! Oh, dazzling the queen dragon 
glittered, her green scales catching sunlight 
and throwing it back in emerald flakes. The 
other ladies were grouped about her — 
seven or eight vast forms — while draglings 
(one bom every thousand years, and he saw 
three) scrabbled and quarreled in a stone pit 
clawed from bare rock. Great piles of 
scorched bones — some as high as a house 

— met his eye, as did heaps of skulls, 
human and animal tumbled together. In the 
cleft's exact center, more dazzling than the 
bones, was a white marble dome as high as 
Ramm's chin. This was the queen's newest 

e8 fefl, a chill of wonder and fear, Ramm 
saw that even now the egg pulsed and quiv¬ 
ered. His heart thudded. He had figured 
out the old calendars correctly! The newest 
dragling was nearly ready for the skies of 
Earth! 

Now was his moment. He marched, the 
flints heavy at his back. And as he came 
forward, each dragon turned her long neck 
toward him, tongues darting out as if to 
catch the essence of human, and whiffs of 
acrid smoke escaped from furnace lungs. 

Now, he must sing! 

A trill emerged from Ramm's mouth that 
was as sweet as the South Wind, keen as the 
North Wind, mild as the West Wind, and 
attar-spiced as the Wind from the East. He 
sang his Dragon Song, the song he had 
spent his life preparing; indeed, his whole 
life now depended upon it. Truth and flat¬ 
tery, rhyme and sound pattern — the words 
flew from his soul to his tongue as his fin¬ 
gers called forth glib music from his lyre. 

Oh, creatures so gleaming 
Of bright brain and bone, 

Oh, creatures of glitter, 

Immortal as stone - 

Oh, creatures whose flame eyes 
Shadow-banners unfurl 
With blinking of diamond 
And winking of pearl — 

On and on he went. It was a chant, a 
prayer, a ballad, a story. It told of vast 
treasures and great deeds. The tune insinu¬ 
ated itself along the hard green hide of 
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every old beast and youngster there. The 
queen lowered her flexing neck and cocked 
her vast head to see him out of one great 
eye, red as the color of sunset. 

Ramm sang, and as he sang, he thought, 
"That superb orb. I shall look in her soul's 
window though I die." 

This was what the lore books forbade 
above all, with no reason given. Yet, how 
else to know a creature than by the eyes, 
those inward-leading globes? He lifted up 
his clear, sharp young face as, finishing his 
song, he heaved his heavy pack at arm's 
length before her. 

Hissing gently — but her breath was 
turned so as not to scorch — she watched 
him inscrutably, while the draglings 
crowded close, jostling and poking at each 
other, each half as big as the leaders' 
meeting-lodge. 

Dwarfed in the beasts' great shadows, 
Ramm spread out his flints, his vision daz¬ 
zled by swift-shifting sunlight striking the 
creatures to jade perfection, and their huge 
claws hooked to living rock brilliant as 
faceted crystal. Now the queen's breath, 
heated but bearable, floated around him 
with a scent like marigolds. It made him 
homesick for Tomorrow, that land not yet 
known. 

But still he stayed canny. His life was at 
stake, as was Lealu and all the world he 
loved. He had flattered the queen's trea¬ 
sured memories of ancient power and 
dominion. Now he must flatter her pride of 
fertility and plant some hints concerning the 
future. By cunning, he must make his peo¬ 
ple safe. 

"Madam," he said, bowing so low he saw 
the blasted vines on the ground where the 
draglings practiced with their inner fires, "I 
was taught that the eye of a dragon is the 
world's seventh elemental mystery, follow¬ 
ing air, earth, water, stone, sky, and 
shadow. Yet" — and he bowed again — 
"now I realize your limpid disk is indeed 
the world's premier mystery, for it hides all 
elements. Fire is in it, and the dew of ten¬ 
derness. Clouds are reflected in it, even as 
myself. 

"The past and the future are contained 
there, grown perfect and small as costly 
miniatures. Oh, how can we fragile beings 
dare to look?" 

He cast his gaze away for an instant, 
hoping to see piles of gold coins or other 
evidence of dragon wealth, but couldn't. 

"Furthermore," he added hastily, for he 
feared losing the thread of his eloquence, 

"an eye's oval, as an egg's oval, is the shape 
of the Earth. The wisest believe the Earth 
itself is a dragling waiting to hatch, to split 
asunder and take its place with soaring 
wings among the limitless stars." 

Heart quivering as his lyre, the young 
man awaited the effect of his praise. He 
willed himself to move no muscle, for the 
draglings were now scant feet away from 
him, stirring a few charred bones about 
with their talons. To his eyes, they appeared 
insatiably hungry. 

"I have brought you flint," he said at 



last. "I have brought the gift of life to your 
bellies, the gift of fire." 

These were wrong words — the first 
wrong words Ramm had spoken. 

"We do not need gifts," hissed the queen, 
and her heat-bearing breath singed the gold 
hair on his outstretched arms. "We fly 
where we desire and seize what we choose! 
Where is your land of flints?" 

Ramm did not hesitate. Not for all the 
worlds strung like pearls across the skies 
would he reveal that he found his flints in 
these very mountains where the dragons 
made their home. So he said, "On our 
beaches, my kind gathers shells that hold 
the colors of the sun and moon. We name 
these shells Dragoneyes, to do you honor, 
and we trade them for the fire-stones — 
trade across the sea; trade with the red- 
manes in the tall ships." 


Now this was a lie, cunning in two ways. 
First, it contained flattery; and secondly, it 
put the flints safely beyond the dragons' 
direct reach. Dragons, as Ramm well knew, 
are terrified of water — large bodies of 
water. Dragons die in water — a loathsome, 
agonizing death, as dreadful as burning is 
to other creatures. A dragon will not risk 
flying across water unless in direst peril and 
at a very great height. 

"A learned man who designs maps 
claims," Ramm continued, "that over the 
highest mountains of the world, where the 
sky comes down and scrapes the iron frost 
from those sunless peaks, there is a way to 
the land of flints, and a rocky path that 
leads to the back of the moon itself." 

So Ramm spun a tale. He talked of flints, 
the glossy smoothness of them, the banded 
color of them, and their fire-creation in the 
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volcanic belly of the earth. He told how 
sparks from the sky-god's flint lit the stars 
in the Beginning. And his tale inspired a 
fire within his huge listeners, a cold fire, a 
fire of lust. 

First, the queen must hatch her egg that 
even now trembled from the force of new 
life within it, and that youngest dragling 
must grow till it could keep up. This would 
take a hundred years or more. Meanwhile, 
the grown dragons would forage over the 
Wild Lands as always. 

Yet a year would come when the dragons 
would recall — for their memories are 
excellent — Ramm's words and, wheeling 
high together, would fly off on that long 
quest. He hoped he'd sown well this seed of 
wanderlust which would mature beyond his 
son's son's time. Let the dragons fly to the 
moon where, it is said, opals — those cool, 
incandescent jewels — lie in the round 
craters for the taking. 

When Ramm finished his tale, the 
queen's eyes were rimmed with diamonds 
—a dragon's tears. As she exhaled an 
immense sigh of pleasure, she blinked; and 
Ramm, stooping with a swift, lithe gesture, 
seized the jewels as they fell. 

"Lady," he cried, "no longer can I stand 
the intensity of your presence. I beg 
release." 

He was straining his luck and he knew it. 
But he also had the diamonds. Once more 
he began his Dragon Song of praise: 


Oh, dragons, oh wonders 
So great to behold - 
As swift as tire sunfire 
All blessed with red gold, 

Oh splendors, oh marvels, 

I bid you farewell. 

May you keep safe without me 
In tire lull of my spell. 

And may you quest surely 
For kingdoms of flint 
Wlrere tire sun falls like gold 
In new coins from the mint. 

May your draglings grow iron 
In the caves of their lungs; 

May their bellies be furnaces; 

Sweet be their tongues. 

As Ramm finished the last verse, the 
queen spoke again, and it was immediately 
clear to him that his song had gained her 
favor. "We have needed what you brought 
us. You shall ride on my back down to the 
Low Lands. It will be a signal of honor, and 
your people will call you Dragon-Tamer." 
She chuckled, a deep sound rattling warmly 
in her throat, and as Ramm heard the 
sound he realized anew what powers these 
ancient wise ones possessed. 

"You are a brave man," she said, and her 
voice was like the sighing of a winter breeze 
passing through a forest. "Not in a thou¬ 
sand or two thousand years has a man 


brought us our desire. Flint, the starting 
stone. It used to be given freely in the 
former days, and there was talk — yes, 
even Rhetoric — between my kind and 
yours. Do they think you very brave?" She 
waved a great claw beyond her rim of 
mountains. 

Ramm knew when to be truthful, so he 
shook his head. "They banished me. If they 
think at all, they think I have thrown my 
soul to you and shall not be seen again." 

The queen nodded. "That is Man." 

She lowered herself to her spiny knees. 
"Now mount. Your bravery deserves 
reward. Besides flint, little manling, you 
have given us yourself." 

In a daze, Ramm did as he was bidden; 
and with a rush, the great queen launched 
herself into the air, and there was a scent all 
about Ramm like marigolds, a scent clean 
as a snow-tanged autumn mom. 

The other dragons disappeared below 
him, as did the gleaming egg. Wind whis¬ 
tled at his ears, and he was briefly an eagle. 
Beneath him spread great peaks, and afar to 
the horizon stretched the blue haze of all the 
Wild Lands, while from above poured 
giddy, sun-painted air. Ramm dug his toes 
between the scales of the queen's shoulders 
and felt the rhythmic workings of her 
unfolded wings beating the air currents 
around him. 

Sooner than he could believe, however, 
she circled lower over the Tame Lands, and 
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the young man pointed out the little clutter 
of houses that was his village. Even from 
the heights, he saw tiny stick figures with 
their mouths gaped open, pointing, then 
fleeing in panic. 

He grinned. So, at last they were taking 
dragons seriously! Their fright boded well 
for the impressive manner of his return. 

The queen snorted and eased down on a 
rocky knoll that overlooked the planted 
fields. Her shimmering wings quivered into 
stillness, spanning seventy feet from tip to 
tip. 

Ramm, though his legs were unsteady, 
vaulted from her back. He flung up his 
arms to signal his countrymen forward. 
Slowly, awestruck, they came; his mother 


was among the foremost, with his beloved 
Lealu clinging to her arm. 

And Ramm preached from that rocky 
knoll how the dragons desired flints and 
friendship. The queen opened her great 
jaws and blew a puff of flame into the clean 
blue air. Little children clapped their hands, 
but strong men shivered and stepped clear 
of her dark shadow stretching long in the 
failing afternoon light. 

Now Ramm drew forth his pouch and 
juggled a diamond or two. Lealu darted 
forward with a cry of delight and hugged 
her man before them all. 

"Who dares call him Crow?" she 
demanded. "Who shall not welcome him 
back to his home?" 


CUNNING STRATEGY DIPLOMACY DECEIT 


These are the challenges of 


Earjfh Wood 

Kings and superheroes in a world of conquest and sorcery. 

SET IN A FANTASY WORLD, EARTHWOOD IS A STRATEGIC PBM GAME WHERE 25 
PLAYERS ASSUME THE ROLES OF KINGS, WIZARDS, OR MIGHTY HEROES WITH 
THE GOAL OF CONTROLLING ALL EARTHWOOD, EITHER BY CONQUEST, TACT, 
DIPLOMACY, OR ALLIANCE. HUNDREDS OF PLAYERS ALREADY ENROLLED. NEW 
GAMES STARTING CONSTANTLY. TWO-WEEK TURN-AROUND. $3 / TURN. REGIS¬ 
TRATION FEE STILL $10—INCLUDES RULES, MAP, AND FIRST TWO TURNS FREE. 


ENTER NOW 


GSi 


PO Box 431166 

Miami, Florida 33243-1166 


THE SAGA CONTINUES . .. 


"About my lettuces ..." a slow, hesi¬ 
tant voice began. Ramm looked into the 
eyes of old Dav, shaded now against the 
sun. Ramm tossed him a diamond, and the 
crowd stepped forward in wonder as it fell 
at the old man's feet. 

It took a jewel on a jewel on a jewel to 
satisfy old Putii, but satisfied he was at last; 
and Ramm had a handful left over, saving 
some for his children and their children 
forever. 

And it is told even today how Ramm will 
sing you the Dragon Song whether you 
want to hear it or not, and he will talk of 
diamonds and the moon and the queen and 
scorched bones till you shake in your boots 
from wonder. L 


Write on! 
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not cover? What do you think of the 
magazine you're reading? Drop us a 
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110, Lake Geneva WI 53147. We'll 
read every letter we get, and we'll 
select certain letters of general in¬ 
terest for publication— maybe even 
yours! 
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tteer itaftm* 

*by Entertainment Concepts, Inc. 

WOULD YOU EVER DREAM 

of slyly searching for clues of treasure? of hearing your name spoken in awe? 

of saving beautiful maidens? of obtaining vast wealth? 

of slaying fierce monsters? of having men look to you as their leaders? 

OF HAVING THE TIME OF YOUR LIFE?? 

Read what experienced PBM Gamers have to say about SILVERDAWN: 



"I think this is the best fantasy game of all time, PBM or otherwise! Although it is played by mail it's much better than any of the boxed role playing games!" 

—Jose Pena 

"I am enjoying the game immensely. Each turn brings something new and unexpected. I also enjoy the diversity. My mage has required more brainwork and 
been more challenging. On the other hand, my minstrel has been more action-packed and exciting. I never expected to find a gate to another world in the 
course ot this adventure, but the surprises make it more tun." —Alan Dinse 

"This is a GREAT game!" —Jack Norhanian 

"Id like to compliment you on SILVERDAWN. It's interesting, challenging, and fun. I work nights lull time and go to college full time during the day so I don't 
have as much time as I used to lor campaigns here. SILVERDAWN tits the bill perfectly!" —Terry Johnson 

"Just a note of thanks from a newly devoted Ian. I have tried several of your competitor's PBM computer games and found them akin to reading the 
instructions lor filling out the 1040 Tax Forms . . . full of computer jargon which is needed to tell their machines what you want to do. What a surprise and a 
pleasant change to find that I deal directly with good, old fashioned real people at your place! The game is really a pleasant thing too. its been a while since 
anyone came out with a fresh approach, and a totally logical system of magic, etc. You have a coherent and simple system which defies your competition. 
Best of luck and keep up the good work!" —Wesley A. Miley 


$5,000.00 

QUEST TOURNAMENT 

Now you can enter the richest tournament in the history of Correspondence Gaming!! The SILVERDAWN Quest Tournament will 
offer a $5,000 first prize, a $500 second prize, a $50 third prize; and numerous smaller prizes awarded during the course of the 
competition. A fabulously interesting and exciting adventure has been prepared ... replete with all the dangers, challenges, and 
puzzles that you could wish for. And the first player to complete this Quest will win FIVE THOUSAND DOLLARS!!! 

Entry to the SILVERDAWN Quest Tournament is open only to the players of ECI games, and costs only $3.00. Quest Tournament 
moves cost only 50 cents each, and are played along with your SILVERDAWN or ‘Star Trek, the Correspondence Adventure’ 
moves. Your entry to either of our games now makes you eligible to compete for the richest prize in the history of our hobby! 

SILVERDAWN is the ultimate play by mail fantasy campaign. Having already received an enthusiastic response from players who 
enjoy having total freedom of Creative decision, SILVERDAWN lets you guide heroic characters thru fantastic adventures. 

Each move allows you to detail up to 3 pages of actions and contingencies. Every move will be promptly responded to. Every month 
you will receive a copy of SILVERQUEST, the newsletter that tells the stories of the greatest heroes in SILVERDAWN. Each issue 
will also contain contest announcements, with the winners receiving cash prizes! 

ENTER NOW!! Join the hundreds of adventurers already creating tomorrow's legends in SILVERDAWN. 

Entry is $7 for the rules and first move. Each move thereafter is $3. 

If not completely satisfied, please return rules for a complete refund. 


Name: _ 

Address: _ 

City: _ 

I would like to run 


- Age 


I prefer: 
Spy 


Fighter . 


State: _ 


_ Zip Code: 


Cleric . 


_ Merchant _ 
_ Ranger _ 


Mage _ 


__ Thief _ 

_ Minstrel_ 

_ Engineer __ 


characters in the land of SILVERDAWN. Enclosed is $7 forthe first and $3 for each additional character 


... In addition, please enter me in the $5,000 SILVERDAWN Quest Tournament. 
An additional $3 is enclosed to cover the cost of this entry. 


Mall to: Entertainmenl Concepts, 6923 Pleasant Drive, Charlotte, NC 28211 
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The Forum: a new 

Observations and opinions from our 


EDITOR'S INTRODUCTION 

Welcome to the first installment of a new 
feature in DRAGON® Magazine, one which 
we hope will serve our readers in two ways. 
"The Forum" is a place where we can print 
your opinions and observations, about 
articles that we've published or about other 
subjects or issues of a more general sort. 

From now on, the "Out on a Limb" letters 
column will be reserved for short letters, 
primarily those that ask direct questions 
requiring a response, and “The Forum" 
will be the home for long letters containing 
detailed commentary or criticism. Forum 
letters will not be accompanied by direct 
responses, although as time goes on their 
questions and criticisms may be "an¬ 
swered" in some other place and some other 
way in tire magazine. 

As a writer, you don't have to be as con¬ 
cerned any more about whether your letter 
is going unnoticed. We do read every letter 
we receive - honest! - but until now we 
haven't had a convenient way of getting 
many of tire long ones into print, to 
"prove" that we got 'em and that we aren't 
reluctant to share them with you. 

And, as a reader, you now have an op¬ 
portunity, more than ever before, to find 
out what sorts of things are on the minds of 
the other people who share your interest in 
DRAGON Magazine. Not everyone who 
has an opinion or an idea also has the confi¬ 
dence, or the time, or the skill to form that 
idea into a publishable article manuscript 
- but that doesn't necessarily mean they 
shouldn't be printed anyway And that's 
what "The Forum" is all about. Here, 
printed just the way they were written, are 
the thoughts that this issue's writers want to 
share with you. 


I really must protest the general philoso¬ 
phy of the article "Be aware and take care" 
(DRAGON #79). The level of caution and 
precaution advised in that article may be 
conducive to efficient game-playing, but can 
only hinder good role-playing. For one 
thing, if I were to believe that the guidelines 
Mr. Pulsipher offers were of value, then 
they should be followed for every character. 
But these suggestions are so activity- 
restrictive (You should always . . ., etc.) 
that I would end up playing the same char¬ 
acter over and over. Worse yet, that charac¬ 
ter would be a paranoid, neurotically 
cautious, pessimistic cretin with a reputa¬ 
tion for irrational behavior. 

The "Whom do you trust?" section 
shows not only the paranoia of Mr. 
Pulsipher's characters, but a flagrant dis¬ 
play of illogic. What happens when a char¬ 


acter drinks holy water of the opposite 
alignment? Nothing, unless the character 
(or "ringer") is somehow endowed with the 
power of an Outer Plane, or the Positive or 
Negative Material Plane. It's just not pow¬ 
erful enough to detect the subtle energies of 
Prime Material alignments. And since 
they'd probably taste the same to everybody 
(though evils might find good holy water 
too sickly sweet, and goods might be a little 
more revulsed at the taste of evil holy wa¬ 
ter), you couldn't really tell by their facial 
expressions. And putting those manacles on 
that farmer would be more likely to make 
him distrust you. Or at least wonder 
whether or not he was better off in the 
dungeons of the Evil Count What's-his-face. 

Magical sleeping bags? If it weren't for 
that, the section on camps wouldn't be too 
bad for a specific character. If this form of 
caution is in character for the fighter or 
whatever that you've created, then by all 
means go ahead. Otherwise, it's a bit too 
much like work. Besides, you could proba¬ 
bly sleep in your armor, it'd just be incredi¬ 
bly uncomfortable. If your character will 
put up with this sort of self-abuse, fine. I 
believe most fighters would, unless they 
were in plate mail or weren't very adventur¬ 
ous anyway. 

The section on "playing" the DM, while 
falling just short of cheating, is hardly in the 
spirit of the game. Using the tactics outlined 
here would cripple any chance of role- 
playing on the players' parts. If the charac¬ 
ters had a hard time with a given monster, 
they would probably comment on it to one 
another afterwards. If they had an easy 
time, they would be grateful to their gods. 
They would not be constantly complaining 
about their lot to the all-powerful deity 
known only as "DM." Anyway, it's fairly 
obvious to the DM whether or not the 
characters are having a hard time, based on 
damage taken, length of melees, etc. Carp¬ 
ing about imagined hardships would put me 
off fudging in a minute, and if it kept up 
they might find themselves up against more 
than they can handle, so they can tell the 
difference in the future. I usually only kill 
people when they've done something stu¬ 
pid, and that fits the bill. 

Lastly, and most importantly, the really 
good role-player is self-limiting. This means 
that if a certain action seems in character or 
simply the logical outcome of a given situa¬ 
tion, then even if that action might hurt the 
character's chances for survival slightly (I 
don't expect ultimate sacrifices from any¬ 
one), the player will take that course of 
action. For example, if I was playing a 
fighter of near-barbarian temperament, and 
I thought this guy would be proud of and 
like to show off his battle-scars, I might 
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have this character disdain clerical healing 
for all but the most grievous of injuries, so 
that he has natural scars to show off. An¬ 
other example might be a Champions- style 
martial artist, who after a failed kick is 
struck by an attack. If it seems likely that 
the attack hit in the leg, the player might 
assume that using the legs for kicking would 
be quite painful and therefore inaccurate. 
The character might refrain from using his 
martial kick at least for the duration of the 
battle or until it can be tended to, settling 
instead for the lower-damage martial 
punch. 

Let me make it clear that I am not com¬ 
pletely opposed to Mr. Pulsipher's article, 
lest people think that I prefer characters 
who charge blindly into danger with no 
precautions and as many limitations as 
humanly possible. Many of the ideas in the 
article were good ideas, but all of them 
should not be used by any one character or 
group. Adventurers should be as varied as 
any other group. Some will be cautious, 
maybe in the extreme, and others will be 
equally careless. The important thing is that 
they should be individuals, and their play¬ 
ers should be concerned with role-playing, 
not milking any given situation for every 
last copper, while pursuing a paranoid 
obsession with minimizing damage. 

Mike Mrozek 
Ferndale, Mich. 


While rolling up a friendly neighborhood 
arch-villain this afternoon, inspiration 
struck. What would happen if I gave this 
7th level assassin a single level of experience 
as a fighter first? I tried it. The result pro¬ 
duced a staggeringly powerful NPC that 
exposed a serious flaw in the current 
"Character With Two Classes" rule. 

As many players realize, at low levels the 
fighter is one of the most powerful classes 
around. In fact, a first-level dungeon party 
can be composed entirely of these and real¬ 
ize no noticeable difficulties. Most fledgling 
magic-users, thieves, and even clerics are 
kept going only by the promise of far 
greater things to come. Why, resourceful 
players may reason, should the entire party 
not begin as fighters and switch to the de¬ 
sired class after one level? The DMG's 
"cheating" methods for generating abilities 
usually provide the high stats required to do 
this. It sounds okay, but look at the results: 

1. Non-fighter characters normally re¬ 
stricted to 18 strength could receive scores 
of 18/50, 18/75, or even 18/00! 

2. They would receive four "starting 
weapons" immediately, as well as a gamut 
of others upon beginning their new class a 
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STAR FLEET BATTLES 

COMMANDERS’S SSD BOOKS CAPTAINS’S LOG #2 

Each of the three Commander’s CAPTAIN’S LOG #2 features the short story 

SSD Books contains all the ships “Refiner’s Fire” by James Ashauer. “Refiner’s 

for the races it covers — forty-eight Fire” depicts a Romulan ambush of the Gorn 

SSDs per book. Each new-format Cruiser REPTILICON. The ambush was bun- 

SSD incorporates on one sheet all gled, and resulted in a running fight which 

of the charts necessary to move, finally ended in Federation territory. The am- 

fire weapons and record hits for a bush, the running fight and the final battle in 

ship. The new-format SSDs make Federation territory may be played separate- 

STAR FLEET BATTLES quicker ly or combined. 

and easier to play. Also featured are more than twenty other 

SSD BOOK #1 covers Federa- scenarios, including “Clan Clash,” “The 

tion, Andromedan, Orion and Dylithium Crystal Asteroid,” “Negotiate or 

Kzinti ships; SSD BOOK #2 Die!” and a campaign game “Breakthrough” 

covers Klingon, Lyran, Hydran and —the Hydrans’ attempt to divide the Klingon 

Wyn ships; SSD BOOK #3 covers Empire. CAPTAIN’S LOG #2 includes three 

Romulan, Tholian and Gorn newSSDsand Movement Impulse Charts for 

ships. 24,16 and 8 impulses. 

TASK FORCE GAMES 

The NEW FORCE in gaming. 







mere 2,000 experience points later. As if 
this weren't enough, they would ever after 
fight at only -2 for non-proficiency. 

3. They would be able to obtain high hit- 
point scores at low levels (why fight a giant 
rat when you can take on a hydra?), throw¬ 
ing the game off balance. 

4. Upon reaching so much as second level 
in their new class, things would get really 
out of hand. The now non-fighters would be 
able to carry all sorts of extra goodies nor¬ 
mally restricted to fighters to prevent other, 
classes from becoming self-made godlings. I 
have nightmares of sword-swinging clerics 
who sport girdles of giant strength, or of the 
warlock with two javelins of lightning, a +3 
battle axe, and a rod of lordly might stuffed 
in his pack, "just in case." 

This isn't the only situation, either. What 
about the monk with but one level of magic- 
user experience who discovers a wand of 
fire in some forgotten crypt. . . ? 

Most players, including my own, have 
not yet discovered this overly effective strat¬ 
egy, but you can see my problem. Minimal 
levels of experience in a class can bestow 
such advantages that the whole "Two 
Classes" threatens to fall apart. Is there any 
way to correct this rule, or to dilute some of 
the superhumans it creates? What about 
allowable weapons? Should a two-classed 
character be permitted at all? 

David Hutton 
Saskatoon, Saskatchewan 


The Psionicist articles (#78) were very 
well thought out and researched. However, 

I have three comments/criticisms about 
them. First, the grand discipline of Restora¬ 
tion. I have no problem with the first two 
abilities this grants, but the power to force 
undead to return to their home planes did 
not seem to fit. Semantics aside, the de¬ 
scription of this power does not mesh with 
the other two. It seems like a very limited 
combination of probability travel with the 
spells to return other-planar creatures to 
their home planes. This could be fitted in 
with the other two powers if it were rewrit¬ 
ten in the same vein as the other two. As it 
stands, it resembles Banishment with a little 
teleportation thrown in. 

The second point deals with the discipline 
of Endowment. This is an excellent render¬ 
ing of the power-assumption ceremonies in 
the Deryni books. However, there is an 
easier way to test for the possibility to as¬ 
sume powers. Simply follow the procedure 
described in Camber of Culdi and High 
Deryni. A potential test may be made by 
using a shiral crystal. The person to be 
tested goes into a trance under the direction 
of the Psionicist. Then, in that state, he or 
she tries to make the crystal glow. Simply 
have the character roll the save described 
for Endowment. If the character makes the 
save. Endowment can be used with no save 
needed. If he or she fails the save, there is 
no need to waste the energy it requires for 
Endowment. 


The third point also deals with Endow¬ 
ment. In the description of this discipline, it 
states that when a person is Endowed with 
psionic abilities, he or she starts with one 
minor discipline. This does not correspond 
with the books, but this must be because of 
game balance. I do not think it would upset 
game balance too much, though, if the 
person were to receive the number of disci¬ 
plines he or she would have had at that 
level. This would allow them to gain several 
abilities at once, rather than having to wait 
a lot longer to earn the requisite number of 
experience points to advance another level. 
At high levels, assuming power would not 
give the advantage that it should, since it 
takes so much longer to advance. This 
procedure is designed to cure that. 

William L. Collins 
Sandwich, Mass. 


I believe the article by Mr. Schroeck in 
issue #78 has pointed out a major problem 
in psionics; specifically, low level characters 
automatically getting their full calculated 
value of psionic points rather than going 
through a system of controlled progression. 

I would like to present this idea for general 
consideration. 

According to page 3 of Eldritch Wizardry, 
"Psychic Potential" is gained at 10% incre¬ 
ments, plus or minus a bonus or penalty as 
determined by a d% roll. Putting things 
together with some modification, the table 
could read as follows: 

Psychic Potential 



Rate of 


progression 

D% roll 

per level 

01-10 

4% 

11-25 

5% 

26-50 

6% 

51-75 

10% 

76-90 

11% 

91-99 

12% 

00 

13% 


This table may be usable in the current 
psionic system. For illustration, let's say a 
character has a calculated psionic ability of 
200 points. As Mr. Schroeck has suggested, 
this would be a "goal." How fast will the 
character progress toward this goal? We 
make a d% roll on the table given above. 
Let's say the d% roll comes up 55. The 
character will get 10% of 200 points, or 20 
points, each level, half for attack and half 
for defense. Any fractions can be rounded 
up or down as the DM desires. 

Psionic points can fluctuate with changes 
in wisdom, intelligence, or charisma. On 
the other hand, the rate of progression can 
remain as a fixed value or be adjusted up or 
down to follow any such fluctuation. If the 
initial point acquisition is low, it might 
prevent usage of a discipline at 1st level. I 
would not expect this problem to have much 
effect on game balance. 

Ed Zmitravich 
Meadow, Utah 


I just have to make some corrections to 
"The Ecology of the Beholder" (issue #76). 

As should be obvious of any creature 
described as an omnivore, beholders are not 
at the top of the food pyramid. Granted, 
few would dare to attack beholders — a 
large red dragon, perhaps, or a small flier 
like a stirge if we assume the beholder's 
eyestalks are unable to aim at the beholder 
itself, a quite likely condition given the 
deadliness of some eyes and in accord with 
the picture; the stirge could sit atop the 
beholder and drink a full meal in fair safety 
— but the beholder is an inefficient killer, 
unable to kill with any regularity any very 
large prey. 

The beholder is slow and its spell powers 
are of limited range. Any creature not 
surprised at close range will simply stay too 
far away to catch. So it must surprise from 
ambush. Nor is the victim apt to be big, 
since in that case only one eye (death ray) is 
useful (killing and leaving something to eat) 
and big creatures have good saving throws, 
after which they can leave, or try to kill the 
beholder at their option. (No sensible pred¬ 
ator is going to risk odds of even 100-1 in a 
battle to the death, so the beholder would 
leave the big stuff alone.) In net, the be¬ 
holder attacks small and medium game, 
preferably under 2500 gp weight and under 
4 hit dice. 

The range of the beholder is also limited 
by its nature. In any open territory, the 
beholder is extremely limited in its ability to 
get close enough to attack anything, and 
also limited in being able to get away. Any¬ 
thing armed with a missile weapon can 
consider the beholder a safe target, at best 
able to delay fire while the attacker reposi¬ 
tions himself out of spell range. The only 
safety would be to levitate out of sight, 
which would still leave the beholder hungry, 
and a flier such as a dragon would still have 
the upper hand. Only in swamps, dun¬ 
geons, or maybe heavy forest where the 
maximum range of missile weapons would 
be less than maximum spell range could the 
beholder have a chance. 

This forbids the given means of reproduc¬ 
tion. A beholder forced to travel to some 
distant peak would be lucky to survive the 
trip, having to flee from every band of ores 
and just about everything else. Food would 
be just about impossible to find. Now, the 
salmon puts up with such difficulties (which 
are usually fatal for it) because the kids are 
safer and can feed better. But the baby 
beholder would face the same problems as 
its parent and would be even less likely to 
survive. 

Naturally, beholders act in a more sensi¬ 
ble way. Note that maximum hit points are 
almost twice minimum. When the beholder 
reaches the maximum, it divides in two, 
producing two minimum hit point behold¬ 
ers. A supply of food is first accumulated, 
then eaten as the shell splits. The two "ba¬ 
bies" continue to eat as their shells harden 
(Turn to page 68) 
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The ecology of the 
basilisk 


by Ed Greenwood 

From an untitled tome in the library of 
Sulphon of Waterdeep, signed "Rhaphodel, 
Sage of Sages": (AD&D™ game notations 
and other comments added by the author 
appear in italic inside parentheses.) 

Know, O sage, that a creature often 
asked about is the dreaded basilisk, whose 
gaze turns one to stone. It behooves a sage 
to wax wise and eloquent about this beast, 
for therein lies the seeds of much respect for 
yourself and your learning. 

The basilisk is a large, reptilian brute 
that is both slow and stupid. It is feared for 
its infamous gaze, which can at will turn 
creatures (including both fish and fowl) who 
meet it to stone. So much any half-wit can 
tell you, but mark well the words that fol¬ 
low, for here is set down all that is known of 
the truth about the gaze of the basilisk. 

Precisely how the creature's gaze works is 
a mystery; most learned observers agree 
that the creature's eyes emit a radiation that 
if absorbed by the eyes of other creatures — 
or even itself, if its gaze is reflected back 
upon it — causes an inexplicable chemical 
change in the bloodstream, altering living 
flesh to stone. (Stoned creatures are imme¬ 
diately paralyzed, unable to speak, see, or 
feel. They will become unconscious from 
lack of air at tire end of 1 round, but until 
then are capable of mental — i.e., psionic 
and some magical - activity Any spell or 
device supplying air, or removing the need 
for it, such as a necklace of adaptation, will 
allow continued mental activity, with a 
cumulative (intelligence score +1% per turn) 
chance of insanity due to helplessness and 
total isolation.) 

Clothing, accoutrements, and the like 
carried or worn by victims are not affected, 
despite some wild tales to the contrary. 

Beings who through natural ability or the 
use of magic are in gaseous form are also 
apparently immune to the effects of the 
basilisk's gaze. (The use of invulnerability 
potions allows a saving throw vs. petrifica¬ 
tion at +2. Any rings or cloaks of protection 
being worn add their bonus to the saving 
throw.) 

A basilisk has two translucent eyelids, 
somewhat like the membranes covering the 
eyes of a frog, that can at will cover each of 
its eyes: an upper eyelid, which drops from 
above, and when thus closed overlaps an 
inner, lower eyelid, which rises from below 
the eye. With the upper and lower eyelids 



covering the eyes, a basilisk can see up to 15 
man-lengths away (9" in AD&D scale) in 
normal light, much as men do. Each eye's 
lids operate independently of each other, 
and are controlled by the creature; it need 
not blink at all, if no irritants get into its 
eyes. 

When the upper eyelid (only) is drawn 
back, a basilisk's eye sees up to 18 man- 
lengths away (11" in scale) on the prime 
material plane, with the benefits of both 
ultravision and infravision. Or, by concen¬ 
tration, it can scan the astral plane, seeing 
up to 12 man-lengths distant (7" in scale), 
or the ethereal plane, seeing up to 18 man- 
lengths away. A basilisk cannot see on more 
than one plane at once, but unless they are 
actually fighting or hunting in one particu¬ 
lar plane, basilisks tend to flick their gazes 
from plane to plane every minute (every 
round), and thus remain aware of their 
surroundings in all three planes. 

When its inner, lower eyelid is also drawn 
back — and both eyelids can be raised and 
lowered again in less than five seconds — a 
basilisk's gaze petrifies all who meet the 
stare of one of its eyes on the prime material 
plane, slays all who meet its stare on the 
astral plane, and turns ethereal creatures 
who meet its gaze into inanimate, insensible 
"ethereal stone ." Note that a basilisk's eyes 
are on opposite sides of its head, and thus it 
commands a very wide field of vision (a 
260-degree arc), and can conceivably stone 
creatures to either side of it — two, in total 

in the same minute. 

Fortunately for those who encounter it, 
the basilisk is not particularly energetic or 
cunning, and it simply will not comprehend 
the properties of a mirror or other reflective 
device if such is maneuvered into position, 
and will readily "stone" itself if such pre¬ 
cautions are successfully applied. 

Petrified creatures cannot be eaten by 
basilisks, and they will therefore strike with 
their petrifying gaze only at creatures who 
by size or aggressive behavior seem threat¬ 


ening to them. Petrified victims are subject 
to all of the effects that stone normally 
suffers. (These effects include chipping, 
frost damage and other weathering, attacks 
from a horn of blasting, etc., and these may 
well destroy the unfortunate individual. 
Contrary to some fireside yarns, stoned 
people who are chipped or shattered do not 
bleed. Petrification does not otherwise slay 
creatures, who are held in a sort of sus¬ 
pended animation, or "stone sleep." Pro¬ 
tective devices retained by a petrified victim 
-a cube of frost resistance, for example - 
will continue to function. ) 

Basilisks eat all types of small creatures 
(including both fowl and fish), carrion, and 
some berries. They cannot eat or physically 
attack creatures not on the prime material 
plane, and apparently only use their gaze 
attacks in a defensive manner with respect 
to creatures thereon. It should be noted 
here that some sages dispute this point. 
Further research, dangerous though it is, 
will be necessary to remove all doubt as to 
the powers of the basilisk on the astral and 
ethereal planes, and possible prey it may 
seek from those planes. 

Basilisks instinctively avoid looking 
directly at other basilisks, and they never 
deliberately use their stoning gaze on one 
another. They can recognize fellow basilisks 
by both sight and smell, and although their 
sense of smell is not noticeably keen with 
respect to hunting down other creatures, it 
is sufficiently acute to distinguish between 
individual basilisks; i.e., mate and young 
are readily discerned from strangers. 

Any basilisks encountered will be solitary 
hunters, a mated but hunting pair, a nesting 
pair, or a pair with grown but immature 
young still sharing a lair. Such young often 
accompany their parents for up to three 
seasons, until they are ready to mate, 
whereupon they leave their parents and 
each other to seek out their own mates. 
Basilisks mate for life, and by instinct breed 
every four summers — usually in water. 
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which helps to support their slow, heavy 
bodies. One or two days after mating, the 
female lays a cluster of greenish-white eggs 
(from 1-8), each about the size of a man's 
fist. Basilisk eggs have soft, warm, stretchy 
surfaces, and they withstand crowding or 
even gentle handling and tumbling without 
harm; they cannot break the way a duck's 
or hen's eggs will shatter in similar circum¬ 
stances. A basilisk parent often picks up an 
egg in its mouth to carry it, drops it in a 
new location or to defend itself, or rolls eggs 
about with its snout — all without doing the 
eggs any damage. After laying its eggs, a 
basilisk mother covers them in cool sand or 
half-buries them in cool, wet mud. The eggs 
are almost always (95% chance) fertile, and 
if they survive the nesting period of four to 
six weeks (31-50 days), they will hatch into 
miniature basilisks, 4 to 9 inches long, who 
have full gaze powers at birth. During the 
nesting period, the parents do not eat, all 
the while growing more and more irritable 
and fanatical in the defense of their nest and 
its surroundings. Hatchlings grow quite 
rapidly, reaching man-size in length (from 
nose to base of tail) in 4 to 6 months after 
they are born. During this growth period. 


their parents hunt intensively with them 
and for them. 

Like other reptilian creatures, basilisks 
are cold-blooded. They derive much of their 
energy from the heat of the sun, and spend 
much time sunning themselves on rocks or 
heights to gather this heat. (They will also 
often creep up to campfires at night for the 
same reason.) But unlike most reptiles, 
basilisks can tolerate a fairly wide range of 
temperature, and can also store heat effi¬ 
ciently in their coiled digestive organs; thus, 
they remain active on warm or mild nights, 
even in early spring or late autumn. (Basi¬ 
lisks who live deep underground always 
have ready access to volcanic heat — and if 
these subterranean creatures are kept from 
this heat source for any longer than a day, 
they will grow sluggish and ultimately per¬ 
ish within another three days.) Like their 
smaller kin among the lizard population, 
basilisks can regrow lost limbs and tails 
within 1 to 4 months, provided they have an 
above-average supply of food during this 
time. 

Because of its fearsome petrifying power 
(which, it should be noted, is permanent; 
affected creatures are not freed by its 


"wearing off"), the basilisk has long been a 
source of fascination and magical power to 
men. Mages and alchemists have found two 
parts of a basilisk eye particularly useful: 
the internal pupil, lens, and fluid of its eye 
which are used as ingredients in potions, 
spell inks, and the making of items (such as 
eyes of petrification) concerned with petrify¬ 
ing creatures; and the inner membrane or 
eyelid of the creature, used likewise in 
magic concerned with protection against 
petrification. Other parts of the basilisk are 
sometimes tried for such purposes, but with 
little or dubious success. An intact eye 
might bring as much as 1,000 gp from an 
alchemist; parts of it, such as the eyelid or 
fluid, up to 400 gp each. Prices vary with 
demand, of course, as with all rarities, and 
have been known to reach ten times these 
amounts. 

Various individuals have attempted to use 
basilisks as guardians, usually chained in a 
particular location, and fed by hooded 
attendants, or led about by them with a 
collar and several chains. This tactic can be 
effective, but eventually fails more often 
than not simply because of the nature of the 
beast and its powers. Basilisks are stupid, 
lazy, and often asleep. If they feel secure — 
they are not intelligent enough to remain 
constantly vigilant if no obvious threat is 
afoot — then they will not look about and 
repeatedly scan all three planes, and at such 
times they may be slain or hooded from the 
rear without great danger to the intruder or 
interloper they are supposed to be guarding 
against. 

And even if a basilisk guard is successful 
in its stoning attack, the victim is impossible 
to interrogate (or rescue, if the wrong per¬ 
son is petrified by accident), and difficult to 
move out of the way — except by the use of 
expensive spells and magic items. If more 
than one basilisk guard is used in the same 
general area, they inevitably stone each other 
when tricked by cunning intruders, and 
starving or beating the beasts does not 
improve their drowsy indolence or lack of 
alertness. They are simply too stupid to be 
trained where to go or not go, or to distin¬ 
guish between acceptable victims and per¬ 
sons who are not to be petrified. Despite all 
this, intact basilisk eggs usually bring up to 
500 gp each, and a miniature young one is 
worth as much as 700 gp. Mature, less 
tractable specimens usually carry a price of 
450 to 500 gp. 

The effective petrifying range of a basi¬ 
lisk's gaze seems to be a function of how 
keen the eyesight of its victim is; although 
this tends to be only up to about 5 man- 
lengths distant (3 " in scale), cases have been 
reported of wizards employing wizard eye 
spells being stoned by basilisk guardians, 
and persons employing crystal balls, eyes of 
the eagle and similar devices being petrified 
at great distances. 

At present (the time of Rhaphodel's 
writing is unknown), little else is known of 
the nature of a basilisk's gaze. The foremost 
authority on the subject is widely believed 
to be the sage Krammoch. of Baldur's Gate. I<> 
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Only this time we're bringing 
something a little different. . . 

Boardgames - Judge Dredd, Dr. Who, 
Talisman, Battlecars and Apocalypse 

Role-Playing Games - Warhammer and 
Rogue Trader 


Accessories Citadel Miniatures, 
White Dwarf Magazine and Dungeon Floor Plans 

\ Call in at your local hobby shop today and 
Hgf* see the best of British gaming, or write for 
details to: GAMES WORKSHOP (US), 
dTj) P.O. Box 2537, 

Gaithersburg, Md 20879 
USA 
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So Lifelike, They're Almost Life-Sized 

TSR, creators of the ADfrD™ game h proudly introdu¬ 
ces the First four boxed sets of 25 mm scale minia¬ 
tures. We've brought all the popular classes and races 
□f player characters to liFe. 

Keep track of what’s happening as your charactas 
battle monsters in search nf treasure. That's import 
tant, especially during, fast and Furious melee. 

We challenge you to compare our finely crafted 
pieces to any on the market See what youi dwao 
ter really looks like. Our sculptors don't overlook 
any detail, from back packs to belt buckles.. 



TSR Hobbies,Inc. 

Products 01 Your I magi notion.' 1 ' 


Only TSR's AD&D miniatures are approved For game 
play by Qajy Gygax and his staff, so you know they're 
official Arid only TSR will offer pieces frgm the all- 
new fAonster .Manual IE later this summer. 

Coming soon are a complete line of accessories: 
paints, brushes, adhesives, STAR FRONTIERS™ Metal 
Miniatures — and enough AD&D monsters lo fill any 
DM’5 dungeon. 

.Ask your favorite hobby, toy or department store iF 
ihey've ordered these first releases, corning in July, 

For a fret color catalog, of games & accessories write: 


In the US: EntheUK: 

TSR Hobbies, Inc. TSR Hobbies ttJK) Lid. 
FOB 756. C2&7D1 The Mill. Rathmore Rd. 
Lake Geneva, Wl Cambridge. ENGLAND 

53147 CB1 4AD 
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MOMKS h BARDS & THIEVES 
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FIGURE FEATURE 



CASTLE CREATIONS 
1322 Cranwood Sq. S. 

Columbus OH 43229 

Mercenaries, Spies & Private Eyes™ figure line 

Pictured: Police, Mobster, Secret Agent 
Sculptor: Russ Coddington 

The growing need for historical and contemporary law 
enforcement personnel and lawbreakers has spawned yet 
another figure line, this one from Castle Creations. The first 
seven blister-packs released feature three figures each in such 
themes as secret agents, mobsters, police, mercenaries, terror¬ 
ists, and private eyes. The fashions are accurate, and the poses 
suggest sort of a tense readiness, rather than the usual "gun- 
'em-down" or blase stances. Suggested retail price: $3.00 per 
set. 


GRENADIER MODELS, INC. 

Price & Pine Sts. 

Holmes PA 19043 

Fantasy Lords ™ Figure Line 
Elves of the Sylvan Brotherhood 
Pictured: Elven Magic-user, Pathfinder, Archer 
Sculptor: Andy Chernak 
Elves, one of the most popular and most often 
requested figure genres, are the subject of a new 
13-piece set from Grenadier. This is a top-notch 
collection of the "fair folk" and displays incredible 
imagination and detail. The embroidery and designs 
on the elven clothing are based on arboreal themes 
and are suggestive of the richness that one associates 
with fantasy. The animation is exciting and anything 
but average. Included in the set is a three-piece 
assembly of unicorn, mounted elven archer, and gear. 
Suggested retail price for the set: $10.00. 




RAFM CO. INC. 

19 Concession St. 

Cambridge, Ontario 
Canada N1R 2G6 

Reptiliads Figure Line 
Pictured: War Turtle (left); 

Shaman, Rear Rank Pikeman, General (facing page) 
Sculptor: Bob Murch 

One of the most extensive lines to be released in recent memory is 
the Reptiliad series by this Canadian company. This line of blister- 
packs features lizard men (the Reptiliads) and their allies the Gilla- 
Worms. There are presently 25 items in the line, ranging from 
footsoldiers to war turtles (sort of the fantasy equivalent of armored 
cavalry). The detail is great, and the line is highly unusual in con¬ 
cept. What really tops it off, though, is the Reptiliad History Book 
which describes the society's history, social customs, and military 
systems, and includes conversion rules for miniature games and a 
color guide for painting the slimy little warmongers. Suggested retail 
prices: War Turtle $14.00, Pikeman $1.00, Shaman and General 
$1.25 each. 
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TAG INDUSTRIES 
Crimson Dragon Miniatures 
316 Main St. 

Castalia OH 44824 

Kebhesenut, Messenger of the Gods, and Fighter/Mage 
Sculptor: Chris Atkins 

Crimson Dragon Miniatures is another "new kid" this time 
around, and this initial line is also impressive. Miniatures companies 
seem to be working harder these days, and this company is no excep¬ 
tion. Though it sizes out at around 30mm or 35mm scale, this line 
offers good detail and some nice touches (like the fighter/mage's 
armor and magical sword). What is most noticeable about the line is 
the company's fearlessness in casting big figures. The Messenger of 
the Gods is nearly 40 mm tall, and looks like he could be from some 
fantasy pantheon as he towers over most other figures. Suggested 
retail prices: Kebhesenut $1.50, Fighter/Mage $1.25. 


DARK HORSE DESIGNS 
P.O. Box 633 
Boise ID 83701 

Barbaric Elf with Sword, Barbaric Elf 
with Spear, Hawk Adventurer 

One of the "new kids on the block" is 
Dark Horse Designs, whose initial entries 
are quite impressive. As is obvious from the 
figures shown here. Dark Horse's designs 
tend toward unusual themes, like elves that 
are more barbaric in appearance with their 
extended ears and Mohawk haircuts. Most 
of the initial releases are quite animated and 
should add a nice touch to most fantasy 
collections. Suggested retail prices: Barbaric 
Elves $1.10 each, 2-piece Adventurer with 
Hawk $1.25. 
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Chariots 

Adapting ancient 

by Pete Mohney 

The development of chariots changed the 
nature of combat during the early history of 
mankind. The same thing will happen to an 
AD&D™ campaign that incorporates char¬ 
iots. Individual soldiers and warriors are 
much more mobile, and more formidable, 
when they sally forth into battle in a chariot 
pulled by one or more powerful horses. But, 
at the same time, charioteers can be vulner¬ 
able to perils that footsoldiers don't have to 
worry about. 

A brief history 

Archaeologists and historians have 
uncovered evidence that chariots existed as 
long ago as 2,000 years before the start of 
the Iron Age. The wheeled vehicle was 
probably invented in the Tigris-Euphrates 
River area about 3500 B.C.; about 500 
years later than that, two-wheeled vehicles 
appeared in Mesopotamia. Wheeled vehi¬ 
cles, including the chariot, spread through 
Asia and Europe and as far away as Sweden 
and China during the next 17 centuries. 

The Greeks were using chariots for bat¬ 
tles and for racing before 800 B.C., most 
notably in the Olympic games and at 
Delphi. Greek racing chariots were light, 
fragile constructions that were easily 
smashed in collisions, often leaving the 
drivers badly injured or killed. These char¬ 
iots were built light for speed, and to make 
the inevitable crashes even more spectacu¬ 
lar; the races were a popular spectator sport 
in those times. Celtic peoples introduced the 


for characters 

vehicles for AD&D™ play 


chariot to the British Isles in about 500 
B.C., completing the spread of the chariot 
throughout the civilized world. 

The construction methods and materials 
used in chariots varied greatly depending on 
the use the vehicle was to be put to. Almost 
all primitive chariots had wheels made of 
two or three "pie-slice" segments of wood 
fastened together with transverse wooden 
struts. The edges of these wheels were stud¬ 
ded with copper nails, or (especially after 
2000 B.C.) fitted with bronze rims. The 
wheels either turned independently on a 
fixed axle or spun together on a rolling axle. 

The domestication of the horse around 
2000 B.C. had a profound effect on warfare; 
now chariots could be pulled by animals 
that had great mobility and maneuverabil¬ 
ity. (Until that time, chariots had been 
drawn by onagers, a breed of wild ass, or 
some similar animal.) The invention of the 
spoked wheel and the streamlined, semi¬ 
circular chassis, both of which probably 
took place in India, further improved the 
combat usefulness of chariots by making 
them lighter (no more solid wheels) and 
faster (less wind resistance). 

At the same time, chariots became 
heavier to better withstand the ravages of 
battle. Earlier vehicles were so light as to be 
flimsy, usually consisting of a floor of 
wooden planks or woven leather strips 
enclosed-by a wicker dashboard. As they 
developed into military machines, chariots 
began to carry bronze plaques on the front 


and sides for protection from attackers. The 
Celts carried heaviness to an extreme, using 
metal (sometimes inlaid with enamel) for 
the axle, the draft pole (the rod projecting 
from the front of the chariot, to which the 
horses were hitched), and the side boards, 
and often also using metal in the construc¬ 
tion of the wheels. 

The military chariot was generally used 
only by officers and the wealthy, because of 
the expense of construction and mainte¬ 
nance of such sophisticated vehicles; this 
was particularly true of chariots drawn by 
more than one horse. The earliest battle 
chariot carried a spearman and a driver, 
and was seldom actually used for fighting. 

It was primarily a method of rapid transit 
to, from, and across battlefields. It was 
easier for an armed warrior to mount and 
dismount from a chariot than from a horse, 
and the presence of a driver meant that the 
warrior-passenger didn't have to worry 
about steering or stopping, and was free to 
concentrate on the more urgent matter of 
engaging and defeating the enemy. 

The art of charioteering was refined more 
and more as time went on. It didn't take 
too long to discover that a warrior could 
impart greater velocity to hurled weapons 
(primarily spears and lances) if they were 
tossed in the same direction the chariot was 
going. Men on foot, of course, could be 
trampled by horses or run over by the 
wheels of a chariot. (This tactic was best 
employed against unarmed men, because a 
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victim with a weapon stood a good chance 
of being able to disable a horse when the 
chariot got close enough.) British war char¬ 
iots had sword blades extending from their 
axles, to cut the legs out from under the 
Roman footsoldiers they were used against. 

Chariots in the AD&D world 

For AD&D game purposes and for sim¬ 
plicity, chariots are of the most advanced 
sort, and come in three types: one-horse, 
two-horse, and four-horse chariots. Building 
a chariot requires the services of a carpen¬ 
ter, an armorer, a wagon builder, and a 
horse trainer. Depending on the campaign 
milieu, the carpenter and wagon-builder 
roles may be combined in a chariot-builder 
specialist, but the costs and time associated 
with construction would not significantly 
change. Used chariots and trained horses 
may or may not be easy to find, again 
depending on the campaign. 

One-horse and two-horse chariots are 
usually drawn by heavy war horses. Four- 
horse chariots are usually drawn by draft 
horses harnessed abreast of each other, 
because of the teamwork required to pull 
the vehicle and the general superiority in 
endurance of draft horses over the long 
haul. Four-horse chariots are more often 
used as cargo carriers — actually, they 
resemble nothing so much as an ordinary 
cart or wagon — than as battle vehicles, 
since they are much less maneuverable than 
one-horse and two-horse chariots. 


Below are three tables that contain statis¬ 
tics on chariots in the AD&D game. The 
carrying weights assume movement no 
faster than the given movement rate; move¬ 
ment is reduced in an inverse proportion to 
the extra weight carried, down to one-half 
normal movement when carrying a load of 
twice the given weight. Beyond that point, 
horses will be so severely slowed by the 
weight that they will be unable to draw the 
chariot at all for any length of time. When 
charging, the horse(s) drawing a chariot can 
move at 150% of the rate given; thus, a 
one-horse chariot drawn by a heavy 
warhorse could move at 15" when charging. 

A chariot starting from a stationary posi¬ 
tion can "walk" through a turn with a 
radius only slightly greater than the distance 
from the horse's nose to the axle. A chariot 
already in motion can turn through a maxi¬ 
mum arc as described in the third table 
below. The sharpness of the turn (the 
expanse of the arc the chariot can turn 
through in one round) depends on the char¬ 
iot type, the amount of weight being pulled 
(which affects the movement rate), and the 
speed of the vehicle at the time the turning 
maneuver is started. For example, a non- 
encumbered four-horse chariot drawn by 
heavy warhorses moving at full speed (15") 
can turn through an arc of 90 degrees in 
one round, which means it could make a 
circle of 60" circumference in four rounds' 
time. This circle has a radius of about 9¥z" 
— not a very sharp turn, at the scale of 


1" = 10 yards. The same chariot can make a 
sharper turn in less time by sacrificing 
speed; at one-quarter of its full movement 
rate, the vehicle can make a 180-degree 
turn in one round and can turn in a circle of 
7W' circumference in two rounds. This 
circle has a radius of about 1.2", or 12 
yards. 

Chariot movement rates 

Type LWH MWH HWH DH 

1- horse 16" 12" 10" 8" 

2- horse 20" 15" 12" 10" 

4-horse 24" 18" 15" 12" 

GP weight carryable at normal movement 
Ty p e LWH MWH HWH DH 

1- Tiorse 5000 6500 7000 8000 

2- horse 10500 14000 15000 16500 

4-horse 16000 20500 24000 26000 

Degrees turnable per round, by speed 
Type Chg. Full 3/4 1/2 1/4 

1- horse 120 180 240 300 360 

2- horse 90 135 180 225 270 

4-horse 60 90 120 150 180 

The "weight carryable" table assumes 
non-magic armor equivalent to plate mail 
on the front, back, and sides of the chariot. 
The "weight carryable" figures are in addi¬ 
tion to the weight of the vehicle itself, so 
that a one-horse chariot drawn by a light 
warhorse is able to carry a pair of 200- 
pound men (driver and warrior), plus their 
armor and gear, with a few pounds' worth 
of carrying capacity left over. A chariot 
adorned with lighter armor, or no armor at 
all, would be able to carry more weight — 
up to the limit of the structural strength of 
the chariot, of course. The carrying capac¬ 
ity of a leather-armored chariot would 
increase by 2000 gp per horse (4000 gp for a 
two-horse vehicle, 8000 gp for a four-horse 
vehicle), while a non-armored chariot made 
of a material like wicker would afford an 
extra 2200 gp weight per horse while ena¬ 
bling the chariot to retain the movement 
rates given in the first table. 

Construction and training 

Normally, chariot building will take about 
one month. The cost of constructing the 
chariot alone is 250 gp for a one-horse 
vehicle, 500 gp for a two-horse vehicle, and 
750 gp for a four-horse chariot. These costs 
do not include horses, harnesses, barding, 
and other accoutrements. 

The construction time can be reduced by 
one day for each 10% addition to the origi¬ 
nal construction cost; however, no more 
than one week can be taken off the con¬ 
struction time in this manner without a loss 
of quality and/or stability in the finished 
chariot. For each day less than three weeks 
that it takes to finish a chariot, there is a 
5% chance (cumulative) that the chariot 
will have a serious breakdown whenever it 
is driven over rough terrain or into battle. 
(The chance is 10% for a construction time 
of three weeks minus two days, 15% for 
three weeks minus three days, etc.) This 
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breakdown might be relatively minor, such 
as the loss of a piece of armor plating; more 
probably, it will be something major, like a 
broken axle or draft pole, or the loss of a 
wheel. Any of these last three mishaps 
would almost certainly cause a wreck and 
injure the driver and any passengers. 

A chariot-builder who is skilled and hon¬ 
est may provide characters with some good 
advice on what kind of vehicle is best suited 
for the terrain over which it will be driven. 


A one-horse chariot can cross any terrain 
that a heavy warhorse can cross while carry¬ 
ing a rider and equipment, except for soft 
ground [chariot wheels would get bogged 
down) or narrow passages (such as a trail 
through a swamp). A two-horse chariot is 
similarly limited, and can move at only one 
half normal rate in mountainous areas, 
heavy forest, and similar rough terrain. A 
four-horse chariot may only be driven over 
hilly, plain, scrub, and hard-packed desert 


terrain (wind-blown sand dimes would not 
allow passage), or on a well-kept road or 
track. 

A chariot can be built with carrying 
places within easy reach of the driver and 
passenger for various weapons, and may 
also have special minor modifications such 
as scroll-case compartments, hooks and 
niches for oil flasks, and the like. A friendly 
chariot-builder will include "options" like 
these at little or no extra cost if they are 
requested before construction has begun. 
Other more lavish or more unusual modifi¬ 
cations, such as hidden compartments and 
gaudy decorations, can be built in but will 
add at least 20% to the construction cost 
and at least an extra two days to the build¬ 
ing time. 

A character who has bought a chariot or 
paid to have one constructed must spend at 
least one week "per horse" learning how to 
drive the vehicle with proficiency (i.e., four 
weeks for a four-horse chariot). Many vari¬ 
ables can affect the cost and time of this 
training, such as the level and skill of the 
teacher, the level of the pupil, alignment 
differences between the two, racial adjust¬ 
ments, and so forth. A figure of 50 gp per 
week would serve as a base training cost, to 
be adjusted as the DM sees fit. 

Weapons and warfare 

The spear and javelin have historically 
been a charioteer's favorite weapons. 

Hurled weapons gain exceptional striking 
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power when used from chariots, translated throw table, unless it is made of a different 

as a +2 bonus to damage if cast forward (in material.) The character using the thrusting 

the direction the chariot is moving) at a weapon must roll his "open doors" chance 

target while the chariot is at full speed or to avoid being hurled from the chariot by 

charging. Note, however, that the weapon the shock of the impact — assuming that he 

does not gain a bonus "to hit" when used in is holding onto the chariot or is otherwise 

this manner — and the DM may even anchored inside it in the first place. A free- 

assign a penalty "to hit" for a character standing driver or warrior who scores a hit 

who has not practiced hurling a weapon in this manner will always be thrown from 

from a moving chariot, or for someone who the chariot, whatever his strength. The use 

is attempting it in battle for the first time. of a thrusting weapon in this manner will 

Other weapons may be employed from a always allow the wielder the first attack 
chariot, but it may be difficult to use them against a target on foot, regardless of initia- 

effectively. Missile weapons (which can be five rolls. 

used only if the weapon-wielder is not the If he desires, the chariot driver may use a 

driver) have a -2 penalty "to hit" when medium or small shield while holding the 

fired from a chariot moving at half to full reins with his other hand; no penalties will 

speed, and a -4 penalty "to hit" when fired apply to the driver in terms of his ability to 

from a charging vehicle. One-handed strik- drive or his capability to defend himself in 

ing and thrusting weapons may be swung at this manner. 

nearby opponents at the normal "to hit" In addition to their actual, physical corn- 

chance — unless the wielder is also the bat usefulness, chariots can serve as a psy- 

driver, in which case he must take a -4 chological weapon against certain op- 

penalty "to hit" because he must keep the ponents. Any creature of less than 1 hit die 

reins held in his other hand. Two-handed or smaller than size M that also has at least 

weapons like pole arms, battle axes, and low intelligence must make a morale check 

huge swords can only be used by someone or flee toward a place of safety when 

other than the driver. If the driver decides "greeted" by a charging chariot, losing any 

to drop the reins and use any weapon to attack it would have otherwise been allowed 

attack, he suffers a -2 penalty "to hit" in in that round. 

addition to any other penalties that apply. The horse(s) pulling a moving chariot can 

because he is no longer able to control the — and usually will — trample any low- 

direction and speed of the chariot. lying creatures in its path. This group 

A charioteer using a thrusting weapon includes, but is not limited to, snakes, small 

such as a lance, a held spear, or certain pole animals, and men or humanoids who are 

arms gains a +2 bonus "to hit" against prone. Against creatures and characters 

opponents in range of the thrust, and the who are essentially helpless to prevent the 

weapon will do double normal damage if it trampling, the DM should allow one auto¬ 
hits while the chariot is charging. Note, matic hit (by kicking) appropriate to the 

however, that these rules only apply if the type of horse involved, plus an additional 

thrusting weapon is used in a thrust, not if 1-3 kicks (only 1-2 for a one-horse chariot) 

it is swung at an opponent. Also, there are that are rolled as normal attacks. In addi- 

special problems involved. If an attack of tion, the chariot gets one run-over attack 

this type scores a hit, the weapon must save (rolled as if the driver had attacked the 

vs. normal blow, or the shaft will break and victim) which will do 3-12 points of damage 

the weapon will be useless thereafter. (Treat if it hits. Because of the many variables 

the shaft as "thick wood" on the saving involved, the DM must moderate the out- 



This simplified schematic drawing shows how much area a chariot take up (small sauares are 2%' 
on a side) and the areas that are vulnerable to certain attacks from chariots. "Lance'' is the area 
where a charioteer can strike with a medium lance (12' long); "trample" is the area in which 
victims can be overrun, and "sword" is the area to either side of the chariot itself where a driver or 
rider can reach with a long sword or other similar hand-held weapon. 


come of trampling attempts against men, 
humanoids, or other creatures who are not 
prone and helpless; unless deafened, 
blinded, or otherwise incapacitated, a target 
will usually be able to sidestep the onrush- 
ing horse(s) as long as the target is capable 
of movement. A target that doesn't sidestep 
quite far enough may be hit by short blades 
attached to the outside of the chariot's wheel 
hubs. Each blade does 2-5 points of damage 
if it hits, again making the attack as if the 
driver of the chariot was rolling to hit. 

Opponents who use good tactics do have 
a chance against a chariot. Monsters of 
average intelligence or higher, especially 
humanoids and other creatures who can use 
missile weapons, will often attack a chariot's 
horse(s) in preference to the driver, in the 
hope of upsetting the chariot. If any of the 
horse(s) pulling a chariot sustains damage 
equal to one-third or more of its original hit 
points, the animal will panic, and other 
horses, even if uninjured, may follow suit. 
The driver has a 10% chance per level of 
experience to be able to bring the horse(s) 
back under his control, and if that doesn't 
happen, the chariot will crash. A chariot 
crash will do 1-8 points of damage per 6" of 
speed (round down) to the driver and any 
passengers. If a horse is seriously wounded 
(more than 50% hit-point loss) or killed and 
the driver does manage to maintain control 
of the vehicle, the best he will be able to do 
is bring the chariot to a stop, and it cannot 
be driven any further until a fresh horse is 
hitched up. 

The accompanying diagram shows top- 
down views of what each type of chariot 
might look like, with shaded areas indica¬ 
ting the effective ranges of various attacks 
that can be effected by the occupants and 
the horses. As in all situations involving 
rapid movement, the DM must keep careful 
track of the locations of all characters, ani¬ 
mals, and vehicles involved in a confronta¬ 
tion to determine if and when combatants 
are within striking distance of one another. 
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PLAY BY MAIL 

Strategy and Adventure with Computer-Moderated Games 


UNIVERSE III 

A computer-moderated correspondence game in which each player 
commands a starship entering a new universe ... to explore, colonize 
and conquer new worlds . . . contending with other players and 
unknown hazards! Each time you send in a turn, the computer 
evaluates it with respect to the current game situation and other 
players’ moves, and sends you a printout showing the current status of 
your ship, plus any territory you control. When you “meet” other 
players, you can send them messages - to share information, trade, 
negotiate, or intimidate. 
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SIMPLICITY. 
NO WAITING TO ENTER. 
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NO DEADLINES. 
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UNIVERSE III is waiting for you. Your starship will be assigned as 
soon as you send your name, address, and entry fee to: 

CENTRAL TEXAS COMPUTING 

710-D SOUTHWEST TOWER, AUSTIN, TX 78701 


SCHUBEL & SON INC. 

Something for everyone from 
the leader in play-by-mail. 

From space adventure to 
sports, we have it all! Our 
games include StarMaster, The 
Tribes of Crane, Star Venture, 
Catacombs of Chaos , Arena 
Combat, Alien Conflict, 

Computer Boxing, Strategic 
Conflict and Global 
Supremacy . 

Send for our free catalog. 



Choose your birthright: 

Good King, Evil King, 
or Mercenary Captain 
(neutral). To venture ( \ 

forth, send $20 to receive: \ V, 
PBM rules, Warlord rules, V 
system set-up, and first 
move. Only $4 per turn to continue 

Phoenix Publications 
P.O. Drawer 280237 
Dallas. IX 75228 


NOW YOU CAN 
CONTROL THE WORLD. 



Schubel # Son Inc . 

PO Box 214848 
Sacramento CA 95821 
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Cu Chulainn 


22nd-level ranger/12th-level 
illusionist, with 
special bard abilities 

ALIGNMENT: Chaotic good 
HIT POINTS: 147 
ARMOR CLASS: -1 
NO. OF ATTACKS: 2/1 (4/1 if 
berserk) 

DAMAGE/ATTACK: By 
weapon type (+8) (or +30 vs. 

"giant class" humanoids) 

HIT BONUS: +3 in addition to 
weapon bonus (+5 if berserk) 

MOVE: 15" (on foot) 

PSIONIC ABILITY: Nil 
STRENGTH: 20 
INTELLIGENCE: 17 
WISDOM: 15 
DEXTERITY: 19 
CONSTITUTION: 18 
CHARISMA: 19 (2 if berserk) 

Cu Chulainn was the offspring of the Celtic deity Lugh and a 
mortal woman named Dechtire, the sister of Conor, king of the 
Ulaid people of northeastern Ireland. His incredible talents and 
capabilities manifested themselves when he was very young; as a 
boy, he slew a great hound that belonged to a smith named Culainn 
and then offered to serve in its stead as a cattle herder until an 
equally good hound could be found. After that, he was known as Cu 
Chulainn ("Hound of Culainn"). 

At the age of seven he left home to be tutored by the finest bards, 
poets, and warriors of Ireland and Europe. He learned magic and 
warfare from them and became his teachers' greatest pupil. An 
Amazon queen taught him to use a special weapon called the Gae- 
Bolg, a spear-like device with many barbs, and he became so profi¬ 
cient with it that he could cast it with his feet if his hands were 
occupied. Cu Chulainn proved himself to be utterly fearless, attack¬ 
ing any opponent with complete confidence and incredible skill. At 
the age of seventeen he defended the entire city of Ulster single- 
handedly against a great army commanded by the evil queen 
Maeve. He slew many warriors in single combat, and also in attacks 
against many lower-level fighters all at once. The invading army was 
turned back, its morale broken and its greatest fighters slain. 

Cu Chulainn is a tall human, nearly 7 feet in height, and is 
extremely beautiful of face and form. He has seven fingers on each 
hand, seven toes on each foot, and seven pupils in each eye. His 
cheeks are tinted red, yellow, green, and blue. His hair is reddish 
gold, dark at the roots and lighter at the ends. Beautiful satins and 
silks make up his garb, very tasteful and rich in design; at any time 
he will be wearing jewelry worth 4,000 to 10,000 gp. 

As a member of the Knights of the Red Branch of Ulster, he is 
sworn to the protection of that city and all its people. His code of 
honor and ethics is absolute and unbreakable (though he is an indi¬ 
vidualist on the battlefield), and if he takes an oath to accomplish 
something he will do his utmost to fulfill it. He is faithful to his 
companions and will treat even his enemies with honor if they seem 
worthy of it. Cu Chulainn hates to be thought of as having even the 
slightest trace of cowardice, and will go to incredible lengths to 
correct such an opinion. If he is treated in a fashion that is not 
deemed honorable by the standards of his Celtic homeland, he will 
readily challenge the offender to single combat. 

When facing a large number of armed soldiers or a single power¬ 
ful warrior, Cu Chulainn may go berserk in battle. When he does 
so, he undergoes a transformation brought about through the use of 
his illusionist abilities (i.e., veil). He becomes incredibly monstrous 
in appearance, his body and face greatly distorted and demonic. In 
this state Cu Chulainn is mad with battle frenzy and completely 


by Roger Moore 

uncontrollable. All of his friends avoid him when he is in this condi¬ 
tion, wisely choosing to wait until he "cools off' — quite literally, 
for when he is berserk, Cu Chulainn emits a terrible amount of body 
heat, sufficient to melt snow and ice for a lo-foot radius around 
himself. In his battle fury he will strike four times per round, gain 
an additional +2 bonus to hit, and will fight until the enemy is van¬ 
quished. After recovering from this frenzy, he will rest for 3-30 days. 
In combat, Cu Chulainn prefers to go after opposing leaders first, 
particularly the commanders of the army. 

Cu Chulainn is skilled with the broadsword, two-handed sword, 
spear, sling, lance, darts, javelin, throwing disks (as darts, 1-4 dam¬ 
age), dagger, and scimitar. He possesses a special type of scimitar 
that can be thrown like a boomerang out to 9" range, doing normal 
scimitar damage if it hits; it will return to him (whether it strikes or 
not) in the same round. His special spear, Gae Bolg, is +2 to hit and 
does 6-24 points of damage because of Cu Chulainn's skill and the 
many barbs on it. He wears a red +3 cloak of protection given to him 
by Manannan Mac Lir, the Celtic sea god, to augment his normal 
armor, which consists of many layers of leather and waxed cloth 
(base AC 7). He also employs a helm of fear that causes all enemies 
in a 3" range to save vs. fear or flee. His large red shield has a 
razor-sharp edge (1-6 points of damage per round as a weapon). 

Cu Chulainn travels in a special war chariot pulled by two horses, 
one grey and one black, that both have the characteristics of a pala¬ 
din's warhorse. The chariot is driven by his faithful servant Laeg, a 
lOth-level ranger/12th-level illusionist. Cu Chulainn's favorite tactic 
against large armies is to have Laeg make the chariot and its occu¬ 
pants invisible while they charge into the center of the massed 
enemy soldiers. The chariot has special 3-foot-long scythe blades 
extending outward from the wheel hubs that do 2-7 points of dam¬ 
age to anyone caught by one of them. 

Cu Chulainn is hardly averse to adventuring into new places, 
taking his charioteer and equipment with him on long journeys to do 
some good for his king and his city. He will take many provisions 
and a large number of weapons (at least 2-8 of each type he is skilled 
with). Cu Chulainn does not always think of warfare, however. For 
amusement he enjoys chess and draughts, and he is able to use a 
stringed instrument or sing to raise morale and inspire ferocity in his 
allies (though he will only rarely do this). He is also much of a 
ladies' man, although he gives first preference and is loyally devoted 
to his wife Emer. 

Cu Chulainn strongly dislikes magic-users; he knows he is 
doomed to be entangled by contradictory geases and be slain before 
he reaches age 30. Anyone who casts a hostile spell in his direction 
will automatically trigger his berserker rage, and will be attacked in 
preference to any other enemy facing him. 

He may cast his illusionist spells while wearing his armor, but it is 
unlikely that he will use many of them in combat. The DM may 
assign spells to him as desired, but the following ones are suggested 
as typical: audible glamer (x2), change self light, phantasmal force, 
blindness (x2), blur (x2), improved phantasmal force, continual 
light, fear (x3), dispel exhaustion, emotion (x2), chaos (x2), and 
veil. Spells usable by Cu Chulainn by virtue of his level as a ranger 
may be chosen as desired by the DM. 

In battle, Cu Chulainn relies on his charioteer for dispel exhaus¬ 
tion and emotion spells to aid him, as well as invisibility spells for 
the horses and chariot. Laeg may also cast audible glamer to 
increase the noise of the chariot's approach and let enemies know 
they are coming. 
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The Ruins of Andril 


"The Ruins of Andril" is an adventure 
for the AD&D™ game for 4 to 8 characters, 
each of 8th to 11th level. They may be of 
any class or race allowed; it is recom¬ 
mended that at least one thief, one cleric, 
and one magic-user be in the party. As with 
all higher-level adventures, the players 
should prepare their characters carefully 
beforehand, particularly if they have nu¬ 
merous spells or magical items at their 
disposal. 

Players' introduction 

At the entrance to a mountain pass, 
surrounded by tropical forests and tilled 
fields, is the tiny village of Ruatha. Lying 
on the end of a local trade road, Ruatha 
offers little to most adventurers. There are 
rumors, however, that beyond the moun¬ 
tains lie the ruins of an ancient city, sur¬ 
rounded by desert waste. 

As with all such ruins, tales circulate of 
great treasures to be found there. The prob¬ 
lem is, according to these tales, that the 
treasure is only "available" once every two 
years — for reasons no one knows. Rumor 
has it that the time is now at hand for the 
ruins to be entered again. These rumors 
note that few have ever returned from the 
ruins, most treasure-seekers instead becom¬ 
ing trapped within them. 

The adventurers are assumed to have 
arrived in Ruatha at the start of this sce¬ 
nario. They may have arrived separately or 
together, and may cooperate as a group or 
compete in a race to get to the ruins and 
whatever treasure lies within them. No one 
knows what dangers are ahead, but the 
adventurers are among the most powerful 
there are in this land; if anyone can get into 
the ruins and out of them again, they can. 

The village of Ruatha 

The adult population of Ruatha numbers 
scarcely more than 100, with four times as 
many children. Farming is the major occu¬ 
pation. The village has only one inn, of low 
quality and exorbitant prices. 

Because Ruatha is a closely knit commu¬ 
nity, newcomers will be immediately obvi¬ 
ous as such to everyone. Villagers will 
watch everything the party does, spreading 
gossip about them daily. The first thing all 
villagers will think (correctly) is that the 
adventurers are here to find out about the 
ruins beyond the mountains. Adventurers 
may find it disconcerting that everyone 
seems to know so much about their busi¬ 
ness. Worse still, the villagers will try to 
make ridiculous profits from talking to the 
adventurers, as detailed below. 

The legend of the ruins 

Villagers in Ruatha are generally familiar 
with the history of the ruined city. They 
know that wandering adventurers have paid 


well in the past to hear details of the legend. 
They also know that few people return from 
the ruins, and this means gold gone to 
waste if they give information for the prom¬ 
ise of payment when the treasure-hunters 
return. Thus, all villagers will either subtly 
or bluntly insist on being paid before they 
give any information on the ruins beyond 
the pass. Typically, townspeople will de¬ 
mand outrageous prices (about 20-50 gp) 
for even the smallest scrap of information, 
but are willing to bargain downward if the 
adventurers balk at this. 

Dungeon Masters should give away bits 
and pieces of the legend as characters talk 
with the townspeople. Under no circum¬ 
stances should the characters learn all of it 
at once. What follows is essentially true; if 
the adventurers take enough time and spend 
enough money, they will learn all of these 
facts — though a few unscrupulous people 
might alter the truth in various minor ways. 

Ten centuries ago (the legend goes), the 
land beyond the mountains was lush and 
fertile, a tropical paradise fed by a mighty 
river. In the center of it stood Andril, a city- 
state of exceptional wealth and influence. A 
theocratic government made up of the 
priests of a god of knowledge (the Egyptian 
god Thoth, as described in the DEITIES & 
DEMIGODS™ Cyclopedia) ruled there for 
many years. On their orders, a great monu¬ 
ment was constructed in the center of the 
city as a shrine and a symbol of the govern¬ 
ment's power. Though not a true temple of 
Thoth (the main temple was several blocks 
away), the monument was regarded as holy, 
and it housed a number of clerics and reli¬ 
gious aides. 

The wealth that Andril gained was also 
its downfall. Its people became ever more 
grasping and hungry for gold. The knowl¬ 
edge that the priests gained from their deity 
was misused by the populace in terrible 
ways, and they fell away from their leaders. 
In time, dissension arose among the priests 
themselves. Some of their number turned 
from the god of knowledge to work the will 
of an evil deity contacted through their 
magics. The evil priests were ultimately cast 
out of the temple and monument of Thoth, 
and they plotted revenge. Civil war broke 
out within the walls of Andril as the evil 
priests summoned formidable monsters 
from other planes to lead the fight against 
their brethren. 

The war lasted only a day. In that time, 
the city was laid waste by magic and riot¬ 
ing. In an awful curse, the priests of knowl¬ 
edge invoked the terrible power of their 
god. They caused the forests and fields 
around the city to wither away; the river 
was dried up in hours, and a wind sprang 
up to spread dust across the land. Few 
people survived the disaster. A desert 
known as the Sea of Dust now extends for 


five miles around the ruins, keeping most 
people far away from the ruins even to this 
day. 

Worse yet, the ruins are cursed so that 
magic will not reveal the secrets of Andril 
without a penalty. The nature of this special 
curse is not well understood by the people of 
Ruatha, though they know it exists. 

Most people have learned, from the 
experience of others, to avoid the Sea of 
Dust; monsters inhabit the desolate land 
and prey upon wayfarers as well as each 
other. However, it is well known that every 
two years the monument of the ancient city 
— the only building spared destruction in 
the war — rises up out of the dust and 
sand. It remains in view for several days, 
then sinks back into the dust for another 
two years. It is believed that the god Thoth 
himself is responsible for the rising and 
falling of the monument, though for what 
reason no one can guess. The wisest sages 
say that it serves as a reminder that the 
anger of a god is nothing to trifle with. 

A few adventurers, lured by rumors of 
the hoard of magical and monetary trea¬ 
sures supposedly hidden within the monu¬ 
ment, have arrived during the times the 
monument is visible. Many of them have 
entered the monument and never returned. 
Some have escaped only at the last moment 
as the building was sinking into the dust 
again, taking with it companions who could 
not flee in time. The few adventurers who 
have escaped tell of living statues, of com¬ 
panions who vanished into thin air, of mon¬ 
sters from the outer worlds, and of a man 
who cannot be slain. Because of the obvious 
danger, no non-adventurers will dare ap¬ 
proach the monument or even get near the 
Sea of Dust. 

Encounters 

There are two outdoor encounter areas 
that the adventurers need be concerned 
with: the mountains and the Sea of Dust. 
While the Sea of Dust is strictly avoided by 
the villagers, some local hunters roam the 
lower reaches of the mountains and use the 
pass to get game. Few monsters inhabit the 
region, most having left to find places with 
more prey and treasure. 

The mountain pass is four miles long and 
rather narrow. A party that is on foot and 
lightly encumbered (able to move at normal 
rates) can negotiate the pass in half a day 
(4-6 hours) of hiking. In any other case, it 
will take at least a full day (9-12 hours) to 
get through the pass and reach the Sea of 
Dust. While the party is in the mountains, 
encounter checks are made at dawn and at 
dusk. 

Adventurers may choose to leave the pass 
and move through the mountains, but this 
strategy is extremely difficult and danger¬ 
ous, offering a 10% chance per hour of a 


42 JANUARY 1984 



climbing accident occurring to each charac¬ 
ter. Accidents will do 1-4 six-sided dice of 
damage, from falling or being struck by 
rockslides. Travel time to the Sea of Dust 
will be increased dramatically, to 3-6 days, 
and there is a 50% chance of the group 
becoming lost each day they travel off the 
pass. 

A roll of 1 on a dl2 indicates an encoun¬ 
ter in the mountains when a check is called 
for. If an encounter occurs, the DM should 
roll d4 and refer to the following table: 

Die roll Encounter 

1 1 tiger 

2 3-8 hunters 

3 1 giant poisonous snake 

4 2-12 wild dogs 


If encountered, tigers will only attack if 
there are three or fewer characters in the 
group; they will simply sit and watch other¬ 
wise unless attacked themselves. Hunters 
will be lst-level fighters, wearing leather 
armor and using longbows, spears, and 
throwing axes; they will be led by a 2nd 
level fighter (15% chance of lst-level 
ranger) using the same equipment and 
armor. Giant snakes will lie in wait to attack 
parties that pass by them; those snakes 
living in the mountains can surprise prey on 
a roll of 1-4 on d6, because of their silence 
and coloration. Wild dogs are treated as 
war dogs, as per the Monster Manual, 
because of their size and ferocity. 

As travelers reach the end of the pass, 
they will look down upon the Sea of Dust. 

As far as they can see, there is no sign of life 
other than scraggly weeds among the low, 
sculpted dunes. The Sea of Dust is com¬ 
posed of fine sand and dried earth, pale 
yellow in color. Crossing it presents several 
problems. 

A party traveling on foot and unencum¬ 
bered can move through the Sea of Dust at 
the rate of one mile every hour and a half. 
Under any other conditions, movement rate 
is slowed substantially, to one mile every 
two hours or perhaps even more. As stated 
in the earlier text, the Sea of Dust extends 
for a radius of live miles around the ruins. 

The loose sand and dust make it difficult 
to get traction, and movement through the 
dust stirs up a choking cloud as well. When 
the party is in this area, there is a 10% 
chance per hour per character that dust 
causes blindness for 1-4 turns (30%), sneez¬ 
ing and coughing for 1-2 turns (40%), or 
the dust gets into armor (30%), causing 
itching and loss of all dexterity bonuses 
until the armor is completely removed and 
shaken out. Characters affected by tempo¬ 
rary blindness or sneezing and coughing 
will only be able to move at one-fourth of 
their normal movement rate, or perhaps 
even more slowly; assuming that the adven¬ 
turers intend to stay in a group as they cross 
the Sea of Dust, this will mean that the 
group's movement is drastically slowed. 
Characters affected by sand in their armor 
will not be slowed unless the same thing 
happens twice to a single character, in 


which case that character will move at one- 
half normal speed until his armor is taken 
off and cleaned out. 

The daytime temperature in the Sea of 
Dust is abnormally hot (about 130 degrees 
F.). Characters who are heavily encumbered 
(i.e., forced to move at a pace slower than 
normal due to amount of equipment car¬ 
ried) must make a system shock roll every 
hour. Failure to make the required percent¬ 
age means the character will collapse from 
heat exhaustion and must make a saving 
throw vs. death magic or die within 2-20 
minutes thereafter. If the saving throw vs. 
death magic succeeds, the character will 
recover if he is allowed to rest for 1-4 hours 
and is bathed in cold water at least once 
during that time. Failure to administer the 
treatment described above will result in a 
new saving throw vs. death magic after 1-4 
hours. 


Furthermore, characters will lose 1 hit 
point per hour from dehydration as they 
cross the Sea of Dust. This can be pre¬ 
vented by drinking a minimum of one quart 
of fluid every two hours. (A typical wa¬ 
terskin holds one quart.) Large animals like 
horses will require enormous amounts of 
water, and should not be taken into the Sea 
of Dust. Small beings like gnomes and 
halflings will require only half as much 
liquid. 

To add to these difficulties, there are 
problems with the desert wildlife as well. 

The daytime environment is safe, in the 
sense that it is too hot for most creatures to 
be out hunting for food. This is not so at 
night, when temperatures fall to about 70 
degrees F. The DM should roll for encoun¬ 
ters at dusk, in the pre-dawn hours, and 
just after dawn; a 1 on a roll of d6 indicates 
an encounter has taken place; if this occurs. 
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roll d4 to determine the specific creature 
encountered: 

Die roll Encounter 

1 6-24 giant centipedes 

2 2-5 giant scorpions 

3 3-6 giant poisonous snakes 

4 2-20 death dogs 

In addition to the monsters that may be 
discovered, there is a 5% chance per hour 
during the day of a dust tornado forming 
from the freakish winds crossing the desert. 
A dust tornado will appear 100-1000 yards 
from the characters, and essentially is iden¬ 
tical in appearance to an air elemental's 
whirlwind form (20' base diameter, 60' top 
diameter, 120' height, takes ten minutes to 
form completely, travels at 36" speed). 

There is a 10% chance that the dust tor¬ 
nado will approach the party and pass 
through the group. Though not a living 
being, the tornado will absorb a character if 
it makes a successful roll "to hit" as a 
12 HD monster against the character's 
armor class (no dexterity bonuses allowed). 
Characters caught in a dust tornado will be 
flung violently around in it for 1-8 rounds, 
taking 1-4 points of damage per round. 
There is a 50% chance the character will 
then be dropped from a height of 10-100 
feet. The damage taken from the fall, be¬ 
cause the ground is dusty, is reduced by 1 
point per die of damage done. 

The ruined city 

In the center of the Sea of Dust lies the 
ruins of once-proud Andril. Fallen columns, 
broken walls, collapsed roofs, and rubble- 
choked streets are all that remain of it. The 
ruins are thickly coated with sand and dust. 
No monsters other than those found in the 
Sea of Dust inhabit the ruins, with the 
exception of the two creatures that might be 
found at the monument (described below). 
The ruins appear to be utterly silent and 
deserted, and there is no useful treasure to 
be found here. 

Spell alterations 

Because of the curse of the priests of 
Andril cast on this area long ago, certain 
spells have altered effects when used within 
the ruins or in the monument. The spells 
most severely affected are those listed as 
"divinatory" in nature, such as find traps, 
divination, commune with nature, ESP, 
legend lore, and any of the various detect 
spells. The bardic ability to legend lore is 
not considered divinatory magic, since it 
consists only of remembered history, songs, 
and tales. 

Any being who employs any divinatory 
spell within the area of the ruins will suffer 
sudden pain, taking as many points of 
damage as the level of the divinatory spell 
attempted. Thus, contact other plane will 
cause 5 points of damage to a magic-user 
casting the spell, whether from memory, 
from a device, or from a scroll. The damage 
caused can be healed in any normal fashion. 

In addition, the being casting the divina¬ 


tory magic will be subjected to a sudden 
vision, lasting 2-5 segments, depicting the 
last hours of Andril. Terrifying images will 
be seen of elementals and demons loose in 
the streets, while spell casters hurl destruc¬ 
tive magic, commoners riot, and soldiers 
mutiny. Each time the vision recurs it will 
depict more or less the same aspects as 
previously seen (i.e., total chaos). 

Note that the use of spell scrolls (requir¬ 
ing a read magic spell) is prohibited. Noth¬ 
ing else will be gained by a divinatory spell, 
including the information for which the 
spell was first cast. Detect magic won't 
detect anything except the vision, and will 
cause 1 point of damage besides. 

The use of wishes, limited wishes, and 
alter reality spells is permitted within the 
ruins, so long as such spells do not attempt 
to duplicate the effects of an existing divina¬ 
tory spell. If this is attempted anyway, no 
information will be gained, though no dam¬ 
age will be taken. One could use a wish 
spell to heal, teleport, or attack, however. 
Psionic powers similar to divinatory spells 
(such as ESP, clairvoyance, and object 
reading) will fail to produce any useful 
information, but won't cause any damage 
either. 

If someone tries to cast a divinatory spell 
concerning Andril while the party is away 
from the ruins, including the use of wish, 
alter reality, limited wish, or similar magic, 
no information will be received, but no 
damage will be taken from casting the spell. 

THE MONUMENT 

When the adventurers approach the 
ruins, the monument will already have risen 
from the sands and will be clearly visible 
from a distance of several hundred yards. 
From the moment the adventurers sight the 
monument, they will have a limited amount 
of time in which to explore it as thoroughly 
as they can before it disappears once more 
from view. The referee should roll 12d6 for 
the number of hours (12-72) remaining 
before the monument sinks into the sand, 
keeping careful track of time in the adven¬ 
ture from this point onward. 

Rising from the center of the ruins are 
two towers, each 40' in diameter. A crystal 
sphere 3' wide rests solidly atop each tower; 
neither of the spheres can be removed with¬ 
out destroying it. Each more than 200' tall, 
the towers are covered in old hieroglyphs 
and pictograms, as well as having long 
sections written in an ancient version of the 
common tongue. Clerics and magic-users 
who worship deities from the Egyptian 
pantheon (as outlined in the DDG book) 
will be able to partially translate the writ¬ 
ings, which merely describe the history of 
Andril. 

The towers rest upon the monument 
base, which is nearly 400' long and over 
200' wide. A stairway rises to the top of the 
monument base, beneath an enormous 
bronze statue of Thoth which appears to be 
in excellent condition. 

If characters approach the monument in 
the daytime, they will encounter nothing in 


its vicinity. At dusk, however, two strange 
visitors will arrive. Characters arriving 
before then should roll for surprise to detect 
the approach of the visitors, noting their 
arrival at a distance of 10-100 yards. If the 
party arrives after dusk, the visitors will 
have already taken up their positions at the 
monument. 

The lore of the disappearing city has 
reached other than human ears. A gyno- 
sphinx and a lamia have decided to come 
and investigate the monument. While the 
gynosphinx has come to further her knowl¬ 
edge of ruins in general, the lamia has come 
for a more practical reason: She has heard 
that the ruins attract adventurers, and she 
wants to eat a few if possible. 

The gynosphinx will come to rest atop the 
central building on the monument base, at 
the feet of Thoth's statue. The lamia (invisi¬ 
ble; see below) will be sitting to the side of 
the top of the stairs immediately below her. 

If encountered after they have arrived, the 
two will be discussing past adventures 
they've had (and adventurers they've 
eaten), as well as speculating on the nature 
of the ruined city. Both will break off con¬ 
versation when they see the party coming. 

If they are surprised, the conversation in 
the common tongue between the two may 
be overheard by characters. 

Gynosphinx: AC -1, MV 15"/24", HD 8, 
HP 43, 2 attacks for 2-8/2-8 damage. 
Telketnatun is a rather bored sphinx who 
looks back on the "good old days" several 
centuries ago when there were more andro- 
sphinxes around. She is fascinated by bards 
and clerics, and will question them unceas¬ 
ingly for information about ancient history, 
religion, and where an androsphinx might 
be found. She will speak to adventurers 
only after the lamia has gone through her 
"spirit" routine, described below; if asked, 
she will say that the "spirit" was real (she 
wants to play along with the prank). Hav¬ 
ing heard from another source about the 
effects of casting divinatory spells, Telketna¬ 
tun will only pretend to use such powers if 
asked to do so by adventurers. 

Being somewhat vain about her looks, 
Telketnatun wears three silver necklaces 
(worth 250 gp each), a pair of gem-studded 
platinum anklets (worth 1000 gp each) 
about her forepaws, and has a small ioun 
stone flying silently about her head. The 
stone is a lavender and green ellipsoid that 
will absorb up to 28 levels of spells of up to 
the 8th level in power before burning out. 
The stone cannot be seen in the night unless 
one is very close to the sphinx, and she 
won't let anyone get that close. If attacked, 
she will cast a symbol of pain on the air at 
the top of the stairway and will fly off. 

Lamia: AC 3, MV 24", HD 9, HP 49, 
special attacks. Feyodena considers herself 
an adventurous lamia, and wanders con¬ 
stantly from place to place. An accom¬ 
plished and artful liar, Feyodena enjoys 
using magical devices and her own powers 
to appear as something other than she is, to 
lure humans, demi-humans, and human¬ 
oids to their doom. 
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The monument 



From her previous adventures, Feyodena 
has picked up four rings of various makes 
(worth 75, 120, 400, and 650 gp each), a 
tiara made from gold wire (worth 250 gp), 
and an ivory armband with silver inlays 
(worth 400 gp), all of which she wears. She 
recovered some magical items as well, in¬ 
cluding a potion of growth, a ring of invisi¬ 
bility, and a rope of entanglement. She will 
enter the ruins with the ring activated. 

When adventurers appear, Feyodena will 


use her powers to generate the illusion of a 
ghostly male figure in front of the party. 

The figure will greet the party in a soft 
voice, saying that he is a guardian of the 
monument. The "spirit" will take no offen¬ 
sive action against the party, instead ques¬ 
tioning them as to their reason for coming 
to the ruins. When all have spoken, the 
"spirit" will ask that each person leave an 
offering to the god of the monument before 
they enter inside; offerings should be of 


sufficient value, the "spirit" warns, so as 
not to offend the deity. If anyone refuses to 
do so, the "spirit" sadly notes that he can¬ 
not guarantee that character's safety inside 
the monument. 

If the party complies, the "spirit" will bid 
them to climb the stairway and explore the 
monument. Then the spirit will fade away. 
Any attack upon the figure will cause it to 
be dispelled. Whether the ruse works or 
not, Feyodena will move out of the way of 
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the party as they ascend the stairs; a suc¬ 
cessful listen-at-doors roll, determined 
individually for each party member, will 
indicate that the character heard something 
moving at the top of the stairs. Feyodena 
will not attack at this time, preferring to 
catch the party as they leave the monument 
later. Once the party has entered the monu¬ 
ment and is out of sight, she will descend 
the stairs, snatch up what treasure the party 
left her, and will prepare the greeting that 
she plans to offer the party when they leave 
the ruins (see "Leaving the monument" 
below). Remember that anyone using a 
detect invisibility spell will suffer the afteref¬ 
fects noted in the section on spell alterations 
above. 

KEY TO THE MONUMENT 

1) Western Statue — This alcove contains 
a statue of a priest of Thoth, bearing a staff 
and an ankh (a cross with a loop on the 
top). The statue appears normal, though 
clerics and magic-users who worship a deity 
from the Egyptian pantheon will recognize 
a special hieroglyph on the statue's chest 
that means "evil." A sympathy spell has 
been cast upon the statue, so that any hu¬ 
man of chaotic evil alignment who ap¬ 
proaches within 10' of the figure will be 
attracted to it. All other alignments and 
beings will be unaffected by the statue. The 
person will be made by the spell to remain 
near the statue for 1-6 turns before being 
released by the spell. The person may then 


leave, but approaching the statue again will 
trigger the spell effect once more. This 
effect cannot be dispelled. 

2) Eastern Statue — Like area 1, this 
alcove also has a statue of a priest of Thoth. 
This figure, however, also has a permanent 
magic mouth on it. If anyone steps within 
5' of it, the statue will say (in an ancient 
dialect of the common tongue): "All hail 
the wisdom and knowledge of Thoth, divine 
guardian of Andril, foremost of deities!" 
Characters have a 5% chance per point of 
intelligence of translating this speech cor¬ 
rectly. If anyone inspects the statue, they 
have a chance of discovering a secret door 
behind it (roll to detect traps applicable). 


FIRST LEVEL 

General Note: The ceiling height 
throughout the monument's interior is 
generally 8'-9'. Rooms which are larger 
than 20'x20' have a 10' ceiling. The air in 
the monument is very stale, but breathable. 
In areas where corpses are found, the air 
will be worse than usual, but is still accept¬ 
able unless otherwise stated. The air is very 
dry, and the temperature is a constant 60 
degrees F. 

3) Stairway and Entry Hall — A 5' wide 
stairway descends 20' down into an open 
chamber, where the party will see the bones 


and possessions of past adventurers lying 
about on the floor. There is a 10% chance 
per character that some old writing on the 
left stairway wall will be noticed; blurred by 
the passage of time, the writing says (in 
elvish): "Call out the name." Anyone who 
calls out "Thoth" before entering the cham¬ 
ber will temporarily deactivate the caryatid 
columns (see the FIEND FOLIO™ Tome) at 
the foot of the stairs. 

The caryatid columns (located at A and 
B) will step down behind the first character 
who enters the chamber without saying the 
word "Thoth" in the melee round before¬ 
hand. They will not initially attack, instead 
reaching out to catch hold of the character's 
arms (roll "to hit" at -2 for each as a 5 HD 
monster) and prevent further movement. 
The figures will speak to their prisoner (by 
magic mouths), saying, "Go no further, or 
risk your death as a defiler of holy places." 
They will be speaking in an ancient form of 
the common tongue, with the same chances 
for successful comprehension on the charac¬ 
ters' parts as given in area 2. If attacked, 
the caryatid columns will strike back with 
their swords, releasing their hold on the 
victim. They will fight until destroyed. If 
the victim agrees to leave, they will release 
their hold on him, wait until he (and any¬ 
one behind him) leaves, then will resume 
their old positions and their stoney forms. 
They won't leave area 3. 

Across the room are two stone golems, 
each appearing to be an enormous statue of 
a priest of Thoth (similar to the statues at 
areas 1 and 2). If the caryatid columns are 
attacked, one of the golems will step for¬ 
ward and cast a slow spell at the nearest 
opponent, an effect which will last 20 
rounds. The other golem will shout out in a 
loud voice (by magic mouth), "You tempt 
the wrath of Thoth the All-Knowing! Flee, 
fools, before judgement is wrought!" If the 
party flees up the stairs at this point, the 
caryatid columns will strike at them once 
before retiring to their old positions. The 
stone golems will move back into place, and 
all will be as before. 

If the party continues to attack, both 
golems will activate and attack, not stop¬ 
ping until the party flees, is destroyed, or 
both golems are destroyed. They will use 
slow spells as frequently as possible, trying 
to slow everyone they can before using the 
spell again on already slowed characters. 
Both golems will pursue intruders through¬ 
out the first level, attempting to trap them 
in area 10 (which they themselves will not 
enter). The golems will also not go down¬ 
stairs to any other level, and won't leave the 
monument. 

Area 3, aside from being littered with the 
debris of previous battles, bears evidence 
that not everyone who came through here 
fared badly. Someone once built a campfire 
in the center of the room, and several old 
sleeping cots rest in the alcove behind point 
A. Most of the debris (broken weapons, 
bones, bits of armor) has been swept aside 
against the east wall. All debris is at least 
ten years old, if not more. 
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4) Room of Vision —Just down the hall 
from the entry chamber is an oddly shaped 
room. The southern wall is curved and has 
a beautiful mural painted upon it, depicting 
a view of Andril as it once was: a rich, 
peaceful city surrounded by jungle. The 
mural has been defaced somewhat by pass¬ 
ing adventurers who have signed their 
names on it, marked off dates, and so forth. 
The city is shown as if viewed from a point 
high over the monument, looking to the 
south. A raised stone platform 1' high lies 
against the northern wall; upon it is a semi¬ 
circle paved with obsidian. Anyone who 
stands upon the semicircle and faces the 
southern wall will feel very strange for 1-4 
rounds. The character will then experience 
a vision of the ruins in front of the monu¬ 
ment, seen from an angle above. The per¬ 
spective is peculiar, as if the ruins and 
landscape were much smaller than they 
actually are. 

The platform is actually a viewing device 
connected to the two crystal spheres atop 
each of the 200' towers outside. Each 
sphere acts as a magical camera, sending a 
picture of the front of the monument di¬ 
rectly to the viewer on the platform. The 
wide separation of the spheres produces the 
unusual perspective of seeing everything as 
if much reduced. The viewing device gifts 
the viewer with ultravision, allowing clear 
sight at night to a range of one mile. While 
human-sized beings can be clearly seen, 
identifying persons is difficult unless the 
person dresses distinctively. Invisible, hid¬ 
den, out-of-phase, ethereal, and astral 
objects cannot be detected using this device. 
This device will not show the area to the 
sides or behind the temple. 

One unpleasant side effect of this device 


is that the unusual perspective will cause the 
viewer to be disoriented for 1-4 rounds after 
leaving the platform. Disorientation means 
the affected character cannot attack or 
defend himself, and cannot use magical or 
psionic powers during that time. If the 
character fails a saving throw vs. paralysis, 
he will fall down (taking no damage, but 
being unable to stand up until the disorien¬ 
tation ends). 

5) Storage Room — This room contains 
numerous crates and kegs filled with dried, 
spoiled food. Consumption of any of it will 
require a saving throw vs. poison, or the 
character will develop nausea and cramps 
(-4 "to hit" in combat, one-half normal 
movement rate) for 2-5 hours, starting 2-8 
minutes after eating. 

One large stone urn in the southwestern 
comer of the room is marked "Holy Water," 
and is loosely sealed with a copper lid. The 
skeleton of a humanoid figure in leather 
armor lies against the base of the urn. A 
careful examination reveals the character 
died of a crushing blow to the skull. 

If anyone opens the lid, a colony of algae 
will be revealed inside (appearing not unlike 
green slime in dim light). Any exposure to 
noise or light will cause the algoid inside 
(AC 5, MV 6", HD 5, HP 28, #ATT 2 or 
1, D/ATT 1-10 per fist or psionic blast with 
110 psionic ability points) to rear up 
abruptly and deliver its psionic attack. It 
will then strike out at anyone within 5' of 
it, dropping back into the urn when every¬ 
one has gotten out of reach. 

Scattered on the floor around the um are 
bits of treasure the algoid inadvertently 
collected when it bashed the half-arc assas¬ 
sin lying in front of the um: 122 cp, 30 sp. 


203 ep, 55 gp, 8 gems worth 50-300 gp 
each, and a necklace of adaptation. A flask 
of oil of slipperiness has rolled behind the 
um, out of immediate view, and a dagger of 
venom lies at the bottom of the barrel, 
where it fell when the half-arc tried to attack 
the algoid (and lost). 

6) Storage Room — This storage room is 
much like the one at area 5, though there 
are fewer items about. One of the kegs of 
drink has become poisoned with toxic bacte¬ 
ria; if someone goes through the trouble of 
opening all six kegs present, the poisoned 
keg will explode from the extreme pressure 
of gases produced by the bacteria. Anyone 
within 10' of the explosion will take 5-20 
points damage from flying splinters and 
bolts, and must make a saving throw vs. 
poison or develop a severe, acute gastro¬ 
intestinal disease (as per the DMG) within 
3-12 hours. The disease will reduce the 
character's hit points by half within a 30- 
minute period, causing violent nausea, 
cramps, and other problems. 

Unless cured by magic, the disease will 
last for 7-12 days, with a reduction of 
strength and constitution by 1 point each 
permanently. This loss can be recovered by 
a heal spell or a wish. After the 7-12 day 
period of severe sickness, another 4-16 days 
will be required to become fully recovered. 
Once the disease develops, a character will 
be completely incapacitated and cannot 
perform any actions except to crawl or 
stagger at half-normal speed. 

7) Mage's Quarters — The secret door to 
this room may be detected in the usual 
manner. It consists of a carefully balanced 
block of stone attached to a pulley-and- 
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counterweight system. All one has to do is 
reach down, grab a secret handhold at the 
base of the door, and pull up. The entire 
section of stone wall will risk up into the 
ceiling in one segment (like a modern ga¬ 
rage door) and one may enter the room. It 
takes a roll to open doors normally to lift 
the block of stone. 

There is, of course, a problem. If one 
fails to detect the special catch that must be 
released when the door is opened (roll to 
detect stonework traps required), then a 
mechanism will sever the pulley rope when 
the stone door is completely raised, drop¬ 
ping it immediately back to the ground. 

The stone block weighs several tons easily; 
anyone standing next to or directly under¬ 
neath the door must save vs. paralyzation in 
order to dodge aside as the door comes 
down. Those who fail to save will take 
10-100 points of damage; anyone killed by 
the drop is assumed to have been crushed 
under the stone. The great mass of the 
stone prevents anyone from lifting it, even 
with a giant's strength, though other meth¬ 
ods may remove it (disintegrate, rock to 
mud, etc.) 

The room itself appears to have been the 
living quarters for a magic-user of some 
sort. Tapestries of an man wearing a kilt 
and a conical hat hang on the walls; the 
man is shown casting rivers of fire from his 
fingers, directing lightning upon an enemy 
army, slaying demons with a glance, and so 
forth. A well-kept bed (now rather dusty) 
and a number of tables and shelves fill the 
room as well. 

A careful examination of the room will 
reveal that the aged books and scrolls are in 
good condition, and could bring a total of 
some 500-800 gp if sold in a large city. They 
are on a variety of topics (astronomy, bot¬ 
any, myths and legends), and date from the 
time of the destruction of Andril. In a secret 
compartment in one of the bedside tables is 
a scroll of seven spells, each of 5th to 8th 
level power (determine spells randomly or 
assign them as desired). Adventurers might 
also wish to pry out some of the various 
gemstones mounted in the headboard of the 
bed. This will garner some 20-80 gems, 
each of 20 gp value and of many types. 

A large cabinet filled with colorful rocks 
and minerals sits against the eastern wall of 
the room. Behind it is a concealed door to a 
storage room, filled with worthless old furs, 
antique furniture (worth 2,000 gp total), a 
collection of non-magical staves; and a 
small chest in the easternmost end of the 
room. Sitting on the chest is a dark-colored 
cat that appears quite alive. 

The cat is a guardian familiar (as per the 
FIEND FOLIO Tome) and was the prop¬ 
erty of a 17th-level magic-user who lived 
here many years ago. It has an 85% magic 
resistance. The familiar will prevent the — 
chest from being opened, chasing characters 
out of the storage room if they start to ap¬ 
proach the chest. Characters can see that 
something has been written in tiny print 
over the lock on the chest; anyone who 
manages to deal with the guardian familiar 


and reads the words will trigger the explo¬ 
sive runes, which will not affect the chest. 
Anyone attempting to pick the lock will 
activate a magical trap that will do 16 points 
of damage (saving throw vs. spells for 8 
points damage) from electrical shock; to 
make it worse, the chest has been wizard 
locked and the "shock lock" is actually 
false, having nothing to do with opening the 
chest. 

If the chest is finally opened, it will be 
found to contain a number of old, rather 
racy love letters from a girlfriend of the 
magic-user, a huge (9,000 gp) diamond in a 
small box (labelled "Break In Case of 
Emergency"), a portable hole completely 
filled with mud, and a spindle-shaped clear 
ioun stone that sustains a character without 
food or water. A secret compartment in the 
bottom of the chest contains a strange me¬ 
tallic item, shaped like a small steel box. If 
the lid on the box is opened, some peculiar 
projections can be seen, along with a tiny 
stone wheel that can be manipulated with 
one's thumb. There is a chance equal to 
one's intelligence score expressed as a per¬ 
centage that a character will discover that 
the device will produce flame when the 
wheel is rotated quickly (on the bottom of 
the device is the inscription "Zippo"). The 
lighter is good for 60 uses. 

The giant diamond is enchanted, as per 
the spell trap the soul, and contains the life 
force of an unfortunate thief who once ran 
afoul of the magic-user and paid for it. The 
thief, a gnome (level 9, S13, 114, W7, D17, 
C15, CH13, HP 37, chaotic neutral) named 
Grumbamm, will be released from the gem 
if it is broken, appearing with no posses¬ 
sions whatsoever. He will be extremely 
thankful to whoever released him, and will 
try to help them out for a few days before 
leaving on his own. Of course, "helping 
out" may take on many meanings to a 
chaotic gnome thief, and may include steal¬ 
ing from other party members in an attempt 
to make his benefactor richer. Communicat¬ 
ing with Grumbamm will be a problem, as 
he speaks only archaic tongues. He will be 
able to make himself understood if the 
character he speaks with rolls his intelli¬ 
gence x5 as a percentage; likewise, Grum¬ 
bamm will understand characters 70% of 
the time. 

8) Hall Storage Room — This small 
room appears empty at first glance. It actu¬ 
ally has some tools inside it that have were 
rendered invisible by spells. None of the 
tools are particularly valuable, though they 
are well preserved and rust-free. One of 
them strongly resembles a saw of mighty 
cutting, though it is not. 

9) Hall of the Tribunal — This large hall 
has a series of seven benches in the middle 
of the room, a raised platform in the north¬ 
ern end for speakers, and three ivory-inlaid 
wooden seats at the area marked A, where 
the high priest, high priestess, and temple 
mage formerly sat in judgement on various 
matters. Previous adventurers have taken 


almost all of the ivory from the three north¬ 
ern chairs, leaving only some 50 gp worth 
left. The floor in this room is of dark gray 
stone, polished smooth. 

Along the far eastern end of the room at 
area B is an alcove lined with tapestries 
depicting the history of Andril, up to (but 
not including) its destruction. In front of the 
tapestries are six statues of various past 
priests and priestesses of Thoth, who were 
regarded as particularly powerful rulers. 
Each statue is decorated with gems, jewelry, 
and precious metals. However, a wall of 
force separates the statues from the viewers. 
Apparently, no one has ever managed to 
bring the wall down; unlike the walls of 
force at area 10, this wall will disappear 
permanently once it has been disintegrated. 
Each statue has 5,000-8,000 gp worth of 
gems, jewels, and metals on it. Removal of 
such items will take 2-8 hours per statue. 

10) Trap — This room is not normally 
visible to anyone who stands beyond the 
eastern or western ends of the room and 
peers "into it." A special magical effect 
exists at points A and B, such that someone 
looking eastward from the hall by area 6 
will look directly into area 11; someone in 
area 11 will see the entrance to area 6 (as 
shown in the diagram). Appearances are 
deceiving, however; anyone who tries to 
pass from the hall by area 6 to area 11 (or 
vice versa) without the special protections 
described below will become trapped in 
room 10. The room is covered with the 
bones of long-dead adventurers who found 
no way to escape. Various items of old 
equipment (well preserved in the dry air of 
the monument's interior) lay scattered 
about, as well as some minor treasures. 

Once inside, both the eastern and west¬ 
ern walls at points A and B will be transpar¬ 
ent and people can see out of the room 
clearly. However, walls of force at A and at 
B prevent all escape. Disintegrate spells will 
cause a wall to be-dropped for 10 rounds, 
but a dispel magic must be cast in the round 
immediately afterward to negate a dimen¬ 
sion door effect for 2-8 rounds, or anyone 
leaving the room from one side will reap¬ 
pear on the other side, still trapped within 
the room. Both spell effects will return after 
the noted periods of time. 

The bones of 17 adventurers fill this unlit 
room, most of them being human in nature. 
Scavengers will find assorted usable weap¬ 
ons, pieces of adventuring gear, and some 
370 gp worth of assorted coins and small (10 
gp) gems. Three silver daggers, a +2 battle 
axe, and a wand of illumination with 31 
charges left may be discovered among the 
remains after 3 turns of careful searching. 
Unless rescued or able to rescue themselves, 
persons trapped here will die of thirst and 
hunger within 10-40 days after their food 
runs out. 

To prevent being trapped in room 10, one 
must have an abjuration spell of any sort 
cast upon him in the same round that he 
crosses points A and B. The person will 
then be dimension doored from either A to 
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B or B to A, as if room 10 never existed. 
Abjuration spells include protection from 
evil and dispel evil, as well as spells like 
cure blindness or protection from normal 
missiles. Casting an abjuration spell will not 
enable one to escape from the room if one 
has already become trapped within it. An 
exception to the above concerns those char¬ 
acters of true neutral alignment; these per¬ 
sons get a saving throw vs. spells each time 
they cross the dimension door points. Fail¬ 
ure to save means the person is trapped 
within the room. Escape for such persons is 
conducted as for all others. 

Anyone who examines the room's con¬ 
tents for longer than one turn will note that 
some of the remains have been carefully 
arranged, apparently after their deaths. 
Whether this was done by their companions 
or by someone else cannot be told. 

11) Robing Area — This chamber con¬ 
tains cabinets and pegs for assorted clerical 
garments (purple cotton tunics) covered 
with hieroglyphs and symbols that pertain 
to the worship of Thoth. None of the gar¬ 
ments, though well-preserved by the dry air, 
are in very good shape. One tunic has a 
dormant goldbug (see FIEND FOLIO 
Tome) in a side pocket, along with three 
gold and live silver coins. 

There is a side closet in the northeastern 
part of the room in which the clerical vest¬ 
ments of a high priest and a high priestess 
of Thoth (recognizable to anyone worship¬ 
ping a deity from the Egyptian pantheon) 
may be found. Less damaged than the other 
garments, these are worth about 250 gp 
apiece. Hanging in the back of the closet is 
a black robe with a golden serpent woven 
into the back. This is a souvenir of a suc¬ 


cessful raid against a temple of Set long ago; 
if worn by someone of lawful evil align¬ 
ment, the robe will add +2 to saving throws 
vs. all magical effects. Anyone else wearing 
it will suffer as if the robe were a cloak of 
poisonousness. 

12) Stairwell — This circular stairway 
descends 30' to the second level. It is lit in 
three places by continual light spells along 
the ceiling. 


SECOND LEVEL 

13) Minor Library — This was a combi¬ 
nation library and discussion room for the 
lower level clerics who inhabited the monu¬ 
ment. There are very few books left on the 
shelves, most of them having been taken 
long ago or destroyed by passing adventur¬ 
ers. What books remain are in good condi¬ 
tion, though useless to adventurers. There 
is one scrap of parchment, much handled, 
that appears to have been a note left by an 
adventurer who speculates that the clerics 
fled the monument after the disaster, as he 
can find no sign of their bodies within the 
building. 

14) Study Carrels — Six small niches lie 
in a row here, each with its own desk and 
chair. All paper here has been destroyed by 
past adventurers, and a few random scrib- 
blings may be found on the wall to the east 
behind the study carrels. 

15) Minor Clerics' Dormitory — 
Screened by faded curtains, this area once 
housed from ten to twelve lesser clerics of 
Thoth's religion. There are no food prepa¬ 


ration facilities here, since the clerics simply 
used their spells to create it. The bedding 
and furniture in this room has been much 
damaged by passing adventurers, but is still 
usable as a resting spot. Indeed, judging 
from the amount of random equipment left 
here, many adventurers have used area 15 
for just that. 

The Dungeon Master should prepare a 
list of a large number of random items that 
may be found after a careful search of this 
room. Most items should be useless (boots 
with holes in them, bumed-out wands, 
broken amulets, spoiled food, skeletal re¬ 
mains of an adventurer or two). There can 
be some valuables like coins, small gems, 
and the like. One or two minor magic items 
may be included here as well. 

16) Restroom — This surprisingly clean 
facility is arranged so that garbage and 
wastes are dropped into a 10' by 10' cham¬ 
ber below the floor that contains a gelati¬ 
nous cube. The monster cannot escape its 
confinement (not that it cares). However, 
anyone who tries to climb down the 3' 
diameter garbage chute in the north wall 
will find that the walls of the chute are 
perfectly slick, and the character will be 
dropped directly onto the gelatinous cube. 
The character will be automatically struck 
by the gelatinous cube, and must make a 
saving throw vs. paralyzation in that round 
and every round thereafter in order to "stay 
afloat." Failure to make the roll means the 
character sinks into the gelatinous cube and 
is dissolved shortly thereafter. Contained 
inside the gelatinous cube, no worse the 
wear for their long stay, are 12 gems (worth 
20-120 gp each) and a set of bracers of 
defense (AC 2). 
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17) Gymnasium — This large room has a 
number of old pieces of exercising equip¬ 
ment sitting about (weights, tumbling mats, 
bars, etc.). The skeletal bodies of three 
adventurers lay about the room, having 
obviously been beaten by something with 
incredible strength. Standing with arms 
folded in the center of the west wall is a 
huge, heavily scarred human male. The 
man wears a ragged set of robes belted at 
the waist, extending down to his knees. 

The "man" is actually a flesh golem that 
has become altered somewhat from its long 
stay underground. It has become tougher as 
its skin dried out, making it AC 3 now, and 
it will take only half damage from blunt 
weapons used against it. The golem has also 
developed a low intelligence, and can regen¬ 
erate its wounds at a rate of 1 point per 
turn. It is a normal golem in other respects 
(MV 8", HD 9, HP 40, #ATT 2, D/ATT 
2-16/2-16). 

When anyone enters the room, the golem 
will walk over to the nearest character and 
nod at him. It will attempt to speak, but 
nothing it says makes any sense. If anyone 


tries to communicate with the golem, it will 
smile and follow that character around 
wherever he goes. It will do nothing more 
than follow, however, and will obey no 
commands. If attacked, the golem will 
immediately go berserk and attack everyone 
close to it. It may be noticed that the golem 
is wearing a ring on one hand; the ring is 
one of contrariness. 

18) Major Clerics' Living Quarters — 
This chamber was once the personal quar¬ 
ters for the high priest and high priestess of 
Thoth. However, the southern 20' square 
section of this room is now covered by a 
large patch of witherweed (see the FIEND 
FOLIO Tome). The weed has grown over a 
bed, some bookshelves, and a wooden 
chest. 

Unfortunately for intruders, an evil illu¬ 
sionist once cast a permanent illusion over 
the witherweed, so that the room appears to 
be in perfectly normal and undamaged 
condition. Anyone who walks over to inves¬ 
tigate will walk directly into the witherweed 
and be attacked by it. If someone manages 


to destroy the weed without burning it off, 
then the chest may be opened. Inside is a 
large stack of papers, including three ran¬ 
dom magical scrolls (if they contain spells, 
the spells will be clerical in nature) and a 
diary kept by the high priestess of Thoth. 
The priestess describes the day-long de¬ 
struction of the city in careful detail, and 
finally notes that the clerics planned to 
escape through the "gates below" with the 
help of the deity Geb (see the DDG book for 
information on this god). There is very little 
in the way of information on the monu¬ 
ment; most of the diary is concerned with 
financial matters and with the priestess's 
relationship with her spouse, the high 
priest. 

19) Pool — Adventurers will note that 
this pool has no drainage pipes to fill it or 
empty it with (clerics used create water, 
destroy water, and purify water spells on it). 
The pool is now dry, though there is a layer 
of dried material around the edges and 
along the bottom, similar to salt in taste. 
Anyone who actually tastes this material 
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will be healed of 1-4 points of damage. This 
material will only do this the first time a 
character tastes it, and will have no further 
effect on the character afterward. 

20) Major Library — The shelves and 
tables in this room are littered with the 
remains of books, papers, and scrolls that 
have all been defaced and burned. Graffiti 
on the walls indicates that previous adven¬ 
turers have looted this place thoroughly, and 
destroyed whatever was left. Lying under a 
table in the center of the room is the body of 
a dead adventurer, who was apparently 
killed in his sleep, possibly by another ad¬ 
venturer. Though there is a lot to investi¬ 
gate in this room, there is nothing further of 
interest. 

21) Laboratory/Workroom — The huge 
bronze doors to this workroom area are 
locked with three locks. Because of the 
powerful enchantments placed upon them, 
no magic can undo the locks; only thieves 
can open them. However, each lock will 
place a different curse upon any thief who is 
bold enough to try opening it. The upper¬ 
most lock will cause any thief who tries to 
pick it to save vs. polymorph or be turned 
into a non-poisonous snake of small size. 

The second lock causes everyone within 20' 
to save vs. spells at -4 (with wisdom bonuses 
applicable) or be struck with fear. Those 
who fail to save will flee back to the first 
level of the dungeon, and will not descend 
willingly any further. The third lock causes 
the thief to save vs. spells; while no immedi¬ 
ate effects will be noticed, the thief will have 
a permanent invisible brand upon his or her 
forehead that will only be clearly visible to 
clerics. The mark identifies the thief as 
such, but does not force any clerics to react 
unfavorably toward the character. Near the 
base of the door are two snake skeletons, 
killed by sword blows. 

Inside the room is a laboratory and work¬ 
shop designed for building enchanted crea¬ 
tures, particularly golems. A partially 
completed clay golem stands in one comer, 
and tables around the room are filled with 
various sculpting tools, metalworking im¬ 
plements, surgical materials, and so forth. 
The total resale value of these materials 
would be considerable if sold to temples or 
wizards who wanted them (1,200-1,800 gp 
value). 

The room is guarded by a special en¬ 
chantment. If anything is taken from the 
room, an aerial servant will be summoned 
from the Elemental Plane of Air to recover 
all stolen items as soon as anyone leaves the 
room with something. The aerial servant 
(AC 3, MV 24", HD 16, HP 98, #ATT 1, 
D/ATT 8-32) will not fight, but will not 
leave unless it is destroyed or unless it re¬ 
covers all items taken from the laboratory. 

22) Storage Room — This room contains 
a large amount of material that clerics of 
9th level and above will recognize as useful 
for building clay golems. Wizards of 11th 
level and above will note materials good for 


building other sorts of golems as well. Most 
of this material is difficult to transport, but 
could bring fairly good prices if sold in a 
major city (totalling 1,000-4,000 gp). 

23) Guardian's Chamber — The western 
end of this room is covered by a permanent 
illusion of a stone wall. Standing behind the 
illusionary wall, and able to see through the 
illusion clearly, is a clay golem (AC 7, MV 
7", HD 11, HP 50, #ATT 1, D/ATT 3-30). 
Two skeletons of adventurers lie at the foot 
of the stairs, clutching swords. One wears +2 
plate mail, and the other has two 500-gp 
gems in a belt pouch, as well as a scroll tube 
with a protection from devils scroll inside. 
Both adventurers seem to have been killed 
by great blows, and have been dead many 
years. 

The clay golem is under the control of a 
chaotic evil spirit. Formerly it guarded the 
entrance into area 24, but during the fight 
with the two adventurers, it was possessed 
and will now attack anyone who reaches the 
foot of the stairs. The clay golem will pur¬ 
sue adventurers through the monument, 
and will even leave the monument to attack 
anyone else it can find. The golem will 
surprise opponents when it steps from the 
illusionary wall on a roll of 1-4 on d6. 

24) Shaft to Third Level — This circular 
chamber is devoid of all ornamentation, 
except for a suit of plate mail hung on the 
south wall of the room. The armor was 
obviously seared in the past by great heat. 
Close examination will reveal nothing else. 

In the center of the room is a 10' diame¬ 
ter shaft that drops down for 120' to the 
third level. Anyone stepping out into the 
shaft will slowly float downward to the next 
level, as if having received a feather fall 
spell for the duration. The descent will take 
exactly one minute. However, during that 
time anyone in the shaft will find all of their 
metallic belongings abruptly heating up to 
searing temperatures. The character will 
take 1 point of damage for every 10 gp 
weight of metallic equipment carried. (The 
encumbrance tables in the back of the 
newer editions of the DMG will provide 
weights for most metallic items; weapon 
weights are given in the Players Handbook, 
and armor weights in the DMG.) Thus, a 
man wearing plate mail armor would take 
45 points of damage from that alone, since 
platemail weighs 450 gp. A saving throw vs. 
spells permits one to take half damage 
(rounding fractions down) from the heat. 
Any of the precautions listed as negating the 
effects of the druid spell Ireat metal will be 
effective in negating the effects here. 

The only way to avoid taking damage is 
to send metallic items down the shaft sepa¬ 
rately from living beings. The items will 
float to the bottom like everything else will. 
Though metallic items become extremely 
hot, they need not save vs. magical fire, and 
will remain effective and useful. 

25) Conjuring Room — This chamber 
seems to be devoid of all furnishings and 


tapestries. The remains of a pentagram and 
a protective circle lie on the floor. A magic- 
user can tell that they were designed to 
conjure elementals, and can judge the age 
of the scribings to be about equal to that of 
the rest of the monument. The scribings are 
useless now; if anyone tries to summon an 
elemental or other creature using these 
protective drawings, the summoning may 
well succeed, but the drawings will be found 
to be ineffective, and the elemental or other 
summoned being will attack the summoner 
at once. 

26) Unused Room — This room seems to 
have been used as a storage area, and later 
as a garbage dump by adventurers. The 
referee should feel free to fill the room with 
items from the "Dungeon Dressing" tables 
(Appendix I) in the back of the DMG, 
keeping the number of useful items to a 
minimum. A few coins or minor treasures 
might be included as well. Over the years, a 
small colony of yellow mold has sprung up 
in the southern end of the room, and there 
is a 5% cumulative chance per turn of 
searching through the junk-laden room that 
the mold will burst. Adventurers have a 
separate 5% cumulative chance per turn of 
searching of finding the mold before it 
blows up. A complete search of the room 
will take 12 turns. 


THIRD LEVEL 

27) False Elemental Hall — Adventurers 
who arrive in this area from the second level 
will see an octagonal room with four 14'- 
by-14' alcoves in the northeast, northwest, 
southeast, and southwest comers. The 
alcoves are sealed from the octagonal room 
by walls of force. The four alcoves (labeled 
A through D) are described below. Careful 
observers may notice that the arrangement 
of the alcoves and their contents is not 
consistent with the arrangement of the 
Elemental Planes. Four secret doors may be 
discovered in the north, south, east, and 
west ends of the room, two leading to other 
major areas of the monument complex and 
two (located between "planes" that do not 
normally touch one another, at the Fire/ 
Water junction and Earth/Air junction) lead 
to traps. 

A: This area is filled with roaring flames. 
Though the heat from them cannot be felt, 
this area illuminates most of area 27. If 
someone casts a disintegrate spell at the wall 
of force here, flames will burst out into area 
27 for one round, doing 10-100 points dam¬ 
age to each person there (save vs. dragon 
breath for half damage). The flames will go 
out immediately afterward. 

B: This alcove appears to be full of solidly 
packed sand. If the wall is brought down, 
sand will pour into area 27, forcing all 
within to make saving throws vs. wands or 
be buried in the sand, helpless to save them¬ 
selves. The victims will be crushed for 3-30 
points of damage, and will suffocate unless 
dug out within 2 rounds. Those who are not 
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Scale: 1 square = 10 feet 


so trapped can search for buried victims, 
with a 5% chance per segment (6 seconds) 
of uncovering them (cumulative over time). 

C: This area is completely filled with 
pure green water. Dropping the wall will 
cause everyone in the room to save vs. 
paralyzation or take 4-16 points of damage 
from the resulting wall of water. The water 
will fill area 27 to a depth of 3', and will 
pour into other areas of the complex as 
doors are opened. 

D: This room appears completely empty. 
It is, almost. Contained inside is a vortex 
(AC 0, MV 15", HD 2+2, HP 17) that, if 
released, will immediately turn into a whirl¬ 
wind centered under the shaft to the second 
level. It will also try to capture one charac¬ 
ter at a time and spin him around in it, 
lifting the victim some 30' up the shaft. If 
the vortex is killed, the character will drop 
30' and take damage from the fall. 

Finally, if anyone walks away from the 
center of area 27 after dropping down 
through the shaft from the second level, and 
then walks back underneath the shaft and 
stands still for longer than one round, that 
character will be levitated directly up the 
shaft to area 24 within one minute. The 
character will not be subject to the heat 
metal effect on the trip up. 

28) Steam Trap — Anyone who opens the 
secret door to this room will see a door at 
the far end. The moment that someone 
opens the far door, the secret door into the 
room will lock shut (as per wizard lock, 17th 
level). The far door is false, opening to a 
rock wall behind it. In the round after the 
one in which the secret door shuts, the room 
will magically begin to fill with steam. 

Those trapped inside will begin suffering 
from the scalding mist, taking 1-4 points of 
damage every round they are exposed to it. 
The steam bath will last for 2-20 rounds, 
after which time the secret door will again 
open, and survivors may flee. 

Fire resistance potions or rings, protec¬ 
tion from fire spells, and similar powers, or 
spells will protect the trapped characters 
from harm. Any sort of cold-producing 
spell, such as an ice storm or cone of cold, 
will also negate the steam's effect, as well as 
causing none of the damage that would 
normally be taken from the cold spell. How¬ 
ever, cold-producing spells will only negate 
the steam's effect for as many rounds as the 
level at which the spell was cast (i.e., a cone 
of cold cast by a 9th-level magic-user will 
negate the steam for 9 rounds). 

29) Dust Trap — Anyone opening the 
secret door to this room will find a thin 
layer of sand and dust on the floor inside. 
Nothing else is visible at first. Anyone who 
steps inside the room, however, will be 
trapped as the secret door slams shut behind 
him, locked as if by a wizard lock of 17th 
level power. In the round afterward, a trap 
in the ceiling will release dust of sneezing 
and choking into the room. The secret door 
will open again in 21-30 rounds, after the 
dust has dissipated and is harmless. 


30) Foyer — This large octagonal chamber 
has three curtained exits leading off from it. 
In the four diagonal corners of the room are 
giant statues of Thoth, in four different 
colors of stone (red, brown, blue, green). 


They are arranged in "correct" order, if the 
colors are taken to be related to the four 
elemental planes of fire, earth, air, and 
water. In the center of the room is a long 
pool of water, level with the floor. If anyone 
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stands at the side of the pool and concen¬ 
trates on the water, there is a percentage 
chance equal to that character's intelligence 
score that a vision will be seen in the pool. 
Such a vision will come only after a round 
of concentration. It will last for 2-9 rounds, 
and can only be generated once per day per 
character. 

Visions that will be seen will vary from 
character to character. Most visions (70%) 
will be of a past event in the character's life, 
drawn at random (the Dungeon Master 
may also invent brief episodes that occurred 
in the character's life prior to taking up 
adventuring). Other visions will be of the 
character and his party as they are now 
inside the monument's tunnel system 
(25%). This type of vision will reveal one 
member of the party at random, showing 
his location, his actions, and so forth. 

Finally, 5% of all visions seen here will 
depict some future episode in the charac¬ 
ter's life. Such future events only serve as 
possible futures, and are not fated to occur. 
For example, the character might see an 
assassin creeping up and backstabbing him 
in a local inn. The character can prepare for 
the event by having bodyguards with him, 
and the assassin may be captured or slain 
before the prediction comes true. DMs may 
become very creative when using this "pre¬ 
diction" power, and should not feel con¬ 
strained to make things come true in a 
certain way. 

The two chambers to the east and west 
have hieroglyphic writings upon the floor 
and walls around them, warning everyone 
to stay out of them. The hieroglyphs may 
be read and understood by a cleric or 
magic-user who worships an Egyptian- 
pantheon deity. The rooms, A and B, are 
described below. 

A: This area, screened by a thin purple 
curtain, is bare of all furniture and orna¬ 
mentation except for a huge painting on the 
western wall. The picture shows the god 
Thoth, arms outstretched, standing over 
and behind a tiny human male figure. Some 
hieroglyphs on the wall, next to the human 
figure, may be read by any cleric or magic- 
user who worships an Egyptian-pantheon 
deity. The message indicates that this was 
the return point for the high priest of Thoth 
when he used a word of recall spell. 

B: Much like area A, this chamber is also 
bare of all but a picture showing Thoth 
standing over a female human figure. The 
hieroglyphs indicate that the high priestess 
of Thoth teleported here with her word of 
recall spell. 

31) Chamber of Meditation — This room 
is a soft gray color, and has a thick carpet 
on the floor. The only thing that adorns the 
plain walls is a single word in the center of 
the northern wall: Meditate (written in 
ancient common, but clearly understand¬ 
able to all). Any cleric who rests here in 
meditation for as many hours as he or she 
has levels will be magically affected by this 
room. Clerics who are of the neutral align¬ 
ments (true neutral, lawful neutral, etc.). 


including all druids, will be affected as if 
they had inhaled incense of meditation. 
Clerics of lawful good, chaotic good, lawful 
evil, and chaotic evil alignment will be 
affected as if they had been exposed to 
incense of obsession. All clerics and druids 
will be able to tell from the magical "feel" 
of the room that it may have some effect 
upon them, though they won't know what 
effect. 

32) Chamber of the Dead — This small 
octagonal room has a silence, 15' radius 
spell cast upon it. It was cast at the 16th 
level of ability, for purposes of deciding if 
dispel magic will work upon it. If anyone 
does manage to dispel the silence, that 
character will be automatically stricken with 
a curse (no saving throw) to have to make a 
saving throw vs. spells whenever confronted 
with an undead being. If the saving throw is 
failed (wisdom bonuses apply), the charac¬ 
ter will flee from the undead creature in fear 
for 5-8 rounds, dropping everything that he 
holds. This curse can only be removed by a 


cleric of 9th level or higher using a remove 
curse, or by the use of a wish, limited wish, 
or alter reality spell. 

Three doors lead to the south, east, and 
west. In the diagonal corners of the room 
are four statues of the gods Thoth, Anubis, 
Ra, and Osiris. Each is made from colored 
marble, and appears virtually lifelike. 

33) Western Vaults — This area is one of 
three burial vaults in this end of the under¬ 
ground complex. The walls have sealed 
chambers for the burial of dead priests and 
priestesses of Thoth, as well as other impor¬ 
tant religious officials of Andril. This area, 
as well as areas 34 and 36, has 24 burial 
chambers; roughly two thirds of the cham¬ 
bers in each area contain mummified 
bodies, dressed in funeral clothing with 
ceremonial items with them. Few items 
buried with the dead are worth anything. 
Allow a 5% chance per chamber that some 
minor item, such as a non-magical ring, 
gem, or the like will be found (maximum 
value of such items will be 100 gp). 
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34) Eastern Vaults — This area is just 
like area 33 in all respects, except for the 
secret door in the far eastern end of the 
room. The secret door is sealed with a 
wizard lock of 17th-level power. The door 
may be detected as either a stonework trap 
(by dwarves) or as a secret door (by elves). 
Other characters have 1 chance in 12 to 
detect it, per turn of searching. If the wiz¬ 
ard lock is dispelled, it will reappear the 
next time the door is shut (and the door will 
shut automatically within 1-4 rounds if it is 
left alone). 

35) Embalming Room — Embalming 
and necromantic materials of all sorts fill 
this room, covering tables, cabinets, and 

Fourth level 


walls. The smell of some of the chemicals is 
quite strong, and will make characters 
nauseous for 1-4 rounds if they fail to save 
vs. poison upon entering the room. How¬ 
ever, anyone who stays here for longer than 
one turn will be overcome by the fumes, 
and will fall into a deep trance-like sleep. 
This sleep will last for as many weeks as the 
character has hit points, and at the end of 
this time period the character must make a 
system shock roll or die. If the roll is made, 
the character will awaken with 1 hit point, 
barely able to move (half normal speed) and 
unable to attack or defend himself. The 
character must eat and drink within 24 
hours of awakening or will quickly perish. 

In this room are three adventurers who 


came into the ruins two years ago; two of 
them are dead, but one is still alive. Lying 
between a dwarven male in leather armor 
and a human male in plate mail is a human 
female, wearing bracers and carrying a 
dagger. She is dressed in flowing green 
robes, belted at the waist with two side 
pouches (containing items like copper coins, 
candles, tinderboxes, etc.). The woman is 
Karamel Andrigson, a paladin who prefers 
the use of daggers to other weapons and 
enjoys bracers for armor over more encum¬ 
bering sorts. Karamel was trapped in this 
room with her companions while searching 
for a legendary "gateway to other planes" 
rumored to exist in this monument. She is 
near death, though it is obvious at a glance 
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(comparing her to the state of her compan¬ 
ions) that she still lives. She is a lOth-level 
paladin: HP 108 (currently 3 left); S15, 117, 
W17, D7, C18, CH17; no spells currently. 
Her bracers of defense are of AC 2, and she 
uses a +3 dagger. The religion she belongs to 
is that of Ukko, chief of the Finnish deities 
(see the DDG book). If taken out of the 
dungeon and given proper treatment, Kara- 
mel will reward the adventurers with 5,000 
gp each from her temple. She will only truly 
befriend good characters, particularly lawful 
good ones. 

36) Southern Vaults — Much like areas 
33 and 34, there is one anomaly that may 
be noticed in this room. The lowest burial 
crypt in the southeastern comer of the room 
is slightly open. Investigation will reveal 
that the crypt here is empty, and that there 
is a secret door in one side of it. The secret 
door can be opened easily with a catch on 
the floor. On the northern wall of the crypt 
is the inscription (in ancient common, but 
clearly understandable) "Through the halls 
of the dead, to the halls of the elements." 

37) Shaft to Fourth Level — This is an 
unadorned little chamber with a 10' square 
pit in the center of it. The pit drops 110' 
down to area 38. On the southern wall of 
the room is written the word "Trust." 

Anyone who jumps into the pit will fall 
immediately at full speed toward the bot¬ 
tom. However, the character will not strike 
the sides of the pit and will receive a feather 
fall spell just 10' above the bottom of the 
shaft, enabling the trusting character to 
land safely, even if somewhat shaken up. 


FOURTH LEVEL 

38) Crossroads — The drop shaft from 
area 37 will land characters onto a 
crossroads-like structure, surrounded by 
four pools of violet-colored liquid. The 
crossroads path is 10' wide, and has no 
railings to prevent one from falling into the 
liquid. The liquid acts as a potion of delu¬ 
sion if consumed (it tastes like fine wine). A 
deluded person will believe that he or she 
knows everything there is to know about the 
area he or she is in, and will rush off madly 
toward either area 39, 40, 41, or 42, cross¬ 
ing through the doorways there without 
stopping. 

The four areas that can be seen from area 
38 are all transdimensional gateways to the 
four major elemental planes. The doorways 
that can be seen are black in color, but are 
not solid; anyone may walk through them 
and will emerge somewhere on the elemen¬ 
tal planes. A small pedestal sits 10' in front 
of each door, each bearing an item upon it. 
The clerics of Thoth used these gateways to 
further their knowledge of the Elemental 
Planes, It was through such contact that 
certain clerics came to know one of the 
Elemental Princes of Evil (most likely Olhy- 
dra, as listed in the FIEND FOLIO Tome), 
and became corrupted. 


The DM should sketch out a small por¬ 
tion of each plane, in case some adventurers 
decide to try their luck thereon; remember, 
though, that the monument won't stay 
above ground forever, and characters might 
not be able to escape if they dally too long 
on other planes. Also, entry into any ele¬ 
mental plane without proper protection 
means the abrupt death of the character 
from drowning, burning, suffocation, or 
wind blasts (depending upon the plane 
traveled to). 

Anyone who stands directly beneath the 
opening in the ceiling at area 38 and says, 
"up!" in any language will be lifted into the 
air by rapid levitation, and will rise up to 
area 37. The levitation will be dispelled 
once the character enters room 37 and 
moves away from the shaft, landing the 
character on the floor again. 

39) Gateway to the Plane of Air — This 
chamber is sky blue in color. The pedestal is 
of a clear blue crystal (glassteeled glass 
worth 500 gp) and has a ring of air elemen¬ 
tal command upon it. The ring will initially 
function as a ring of invisibility when first 
worn by anyone. The hieroglyphs and other 
writings on the ring make it clear the ring is 
to be worn only by a cleric of Thoth. 

In order to activate its powers, the ring 
must be blessed by a cleric of Thoth. How¬ 
ever, if anyone takes this ring from the 
monument without having it so blessed, the 
ring will be cursed and will function as a 
ring of -3 protection, worsening all saving 
throws that character makes. The ring will 
not then be removable unless a cleric of 
Thoth casts a remove curse on the ring. 

The cleric will recognize the ring as belong¬ 
ing to the priests of Thoth, and will also 
take the ring back in addition to any other 
payment for the spell casting. Note that no 
cleric of Thoth will bless the ring unless it 
will be worn by another priest of Thoth. 

Also note that every time the ring is re¬ 
moved, it must be blessed again in order to 
function at full power. 

40) Gateway to the Plane of Fire — This 
chamber is fiery red in color, and the small 
pedestal before it appears to be of glassteel 
but is actually of regular glass (worth 350 
gp) and is rather fragile. Upon it is a ring of 
fire resistance. If anyone touches the ring 
without speaking the name of the glyph of 
fire (fall, as per the DMG) will trigger the 
glyph of warding placed on the tabletop. 

The burst of flame will do 30 points of 
damage to the character grasping the ring 
(half of that if a save vs. spells is made). 

The glass table must save vs. magical fire or 
it will shatter. The ring, of course, will not 
be affected. 

41) Gateway to the Plane of Earth — 

This chamber is a deep brown in color. The 
dark wooden pedestal before it is quite 
broad and massive, much moreso than the 
other pedestals. A smooth black stone rests 
upon the tabletop. Anyone who picks up the 
stone will immediately discover that the 


pedestal is actually a killer mimic (AC 7, 

MV 3", HD 10, HP 66, #ATT 1, D/ATT 
3-12). There is a 90% chance that whoever 
picks up the stone will also get his fingers 
stuck to the mimic, rendering that hand 
useless. The stone is a loadstone, and will 
cut the movement rate and number of 
attacks per round of the victim by half even 
if the mimic is slain. The mimic will not 
attack anyone who tosses some food on the 
tabletop first. The priests of Thoth were 
able through costly rituals to invoke the 
favor of the deity Geb (see the DDG book), 
who lives on the Elemental Plane of Earth, 
in order to cross into that plane without 
other magical assistance. The table and 
stone, of course, were only traps for the 
unwary. 

42) Gateway to the Plane of Water — 

This chamber is a deep sea green in color. 
The pedestal before the door is made of 
brilliant jade, and is worth 10,000 gp if 
removed intact. In pieces, the table is worth 
about 1,000-4,000 gp altogether. On top of 
the table is a ring of water breathing, with a 
5' effective radius. The ring is unremarka¬ 
ble in appearance, being a plain silver 
band. However, if anyone wears this ring 
within 60' of a fire elemental (or an efreet, 
salamander, or other denizen of the Plane of 
Fire), the fiery creature will immediately 
sense the presence of the ring and will at¬ 
tack the wearer instantly, regardless of any 
other orders (this will occur even with fire 
elementals under a magic-user's personal 
command). This peculiar curse cannot be 
removed from the ring without destroying 
the ring. 


Leaving the monument 

While the adventurers are exploring the 
monument, Feyodena the lamia (and 
Telketnatun the gynosphinx, if the party has 
attacked or been rude to her) will be prepar¬ 
ing an ambush for them outside. Feyodena 
will station herself at the foot of the stairway 
leading up to the statue of Thoth, magical 
potion in hand. The magical rope will be 
left coiled in a heap at the top of the stair¬ 
way, out of immediate view. As soon as the 
party emerges and starts down the stairs, 
the lamia (still invisible) will drink her 
potion of growth. As soon as the party starts 
down the stairs, she will call out the com¬ 
mand word to activate the rope of entangle¬ 
ment. This will also render Feyodena 
visible, and the party (now most likely 
entangled in the rope) will be confronted by 
a 30' tall lamia! 

Feyodena will immediately start using her 
charm power on any character who attacks 
her. If reduced to below half her hit points, 
Feyodena will turn invisible using her ring, 
and will flee into the desert. If she can 
charm attackers into submission, she will 
move within reach of the party (easy 
enough for her to do, in her enlarged form) 
and will begin touching them and draining 
their wisdom points away. Once the party 
has been completely brought under her 


DRAGON 55 




control, she will command the rope of en¬ 
tanglement to release them, and will bid the 
party to follow her away, where she will 
dine on them at her leisure .... 

If Telketnatun is involved in the ambush, 
she will assist Feyodena by inscribing a 
symbol of stunning on the first step of the 
stairway down from the monument (beside 
the rope). She will then use her dispel magic 
power on anyone who appears to be a spell 
caster (having a genius intelligence, Telket¬ 
natun has a 90% chance of accurately pick¬ 
ing out spell casters, even in disguise). 
Knowing that Feyodena will be trying to 
charm those caught in the rope of entangle¬ 
ment, she will concentrate on uncaptured 
spell casters, maintaining this power from 
round to round until everyone is captured, 
escapes, or is slain. If she takes more than 


half damage in hit points or is in danger of 
losing her life, Telketnatun will fly away for 
good. If the gynosphinx and her ally win, 
they will divide the party up between them 
(Telketnatun getting all the clerics and 
bards) and have an informal luncheon. 


Ending the scenario 

If time runs out and the monument starts 
to descend into the sands again, the charac¬ 
ters will know about it only if they are out¬ 
side the monument or have a guard 
stationed somewhere who can warn the 
group; the descent of the monument will be 
completely silent. The monument will sink 
into the sands at a rate of 30' per round, 
and no magical force or power can stop it. 
Characters standing on top of the monu¬ 


ment will be able to leap off onto the sand 
and escape. Those inside the monument 
will be trapped (the secret entranceway 
shuts and locks one round after the descent 
starts, with a 17th-level wizard lock in effect 
upon it) and will have to wait for two years 
to escape — unless they leave through the 
gates into the Elemental Planes. 

Any characters who manage to survive 
the dangers of the monument and return to 
Ruatha will be treated as heroes by the 
villagers. They will get free food, free lodg¬ 
ing, and other courtesies. The townspeople 
will ask only that the characters describe, in 
great detail, all of their adventures within 
the monument. Refusal to do so will be 
taken as an insult, and the charaters will be 
escorted forcefully out of town. 10“ 
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Living in a material world 

Where and how to scrounge up spell components 


by Michael Dobson 

"Fillet of a fenny snake, 

In the cauldron boil and bake; 

Eye of newt and toe of frog, 

Wool of bat and tongue of dog, 

Adder's fork and blind-worm 's sting, 

Lizard's leg and howlet's wing, 

For a charm ofpowerful trouble, 

Like a hell-broth boil and bubble." 

- Macbeth, Act IV, Scene I 

Although the AD&D™ magic system does 
not require quite the same range of material 
spell components as did Macbeth's witches, 
what components it does require are often 
difficult to find and use in play. As a result, 
many Dungeon Masters may choose to 
ignore, omit, or just assume the presence of 
material spell components used by player 
and non-player characters. 

The Players Handbook is of little help. It 
says only, "Material components for spells 
are assumed to be kept in the folds and 
small pockets of the spell caster's garb. Of 
course, some materials are too bulky, and in 
these cases the materials must be accounted 
for carefully. Also, some materials are rare, 
and these must be found and acquired by 
the spell user." 

How are material spell components found 
and acquired? This is a problem not 
addressed in the rule books; as a result of 
that, this article is designed to supply the 
missing information. As with all other 
unofficial game additions, the DM should 
feel free to add to, subtract from, or other¬ 
wise modify this material. 

In a world in which wizardry is relatively 
common, there must be places where spell 
materials can be bought. In some areas, the 
local Wizards' Guild might operate a pri¬ 
vate shop for its members; in smaller areas 
a witch or herbalist might sell selected items 
to the traveling sorcerer/adventurer. A well- 


equipped expedition outfitter might contract 
with a local witch or wizard to sell spell 
components. Alchemists, druids, cloistered 
clerics, and others might sell material spell 
components appropriate to their profes¬ 
sions. The careful shopper could find many 
of the required items in local stores. And, 
some spell items are so common (a piece of 
rock, a bit of mud) that they can be had for 
the taking. 

The magic shop 

Magic shops are found in virtually all 
cities, in some towns, and occasionally in 
some dark wood or cave. (The latter are 
frequently run by witches, who also sell love 
potions and cures to the local peasants.) 
Some shops are private, selling only to 
members of a specific Wizards' Guild, or 
only to spell casters of selected alignments. 
Witches may have been persecuted, and 
therefore would not be inclined to trust or 
to deal easily with strangers. 

Magic shops will normally carry the full 
range of material spell components for 
magic-user and illusionist spells. They will 
also carry cleric or druid spell components 
only when those spells are the same as 
magic-user or illusionist spells. They do 
not, as a rule, sell gemstones which are 
necessary for spell action (see the section on 
gems below), nor do they commonly sell 
items which must be fabricated (see the 
section on fabricated items). 

The markup on material spell compo¬ 
nents for sale in magic shops is very high — 
often more than 1,000% . The sale price is 
either 10 times the sum of the costs of the 
components (see Table V for this informa¬ 
tion) or 10 gp per level of the spell, which¬ 
ever is higher. 

Items purchased in a magic store are pre¬ 
packaged and ready for immediate use. 


They are provided in a leather pouch, iron 
or glass flask, or small box as appropriate. 

The following tables should be used to 
determine availability of material spell 
components: 

Table I 

The magic shop 

Base chance to have component(s): 100% 

Modifiers: 

Subtract 10% for each spell level 
over 2nd (e.g., 5th level = -30%) 

Add 10% for each level of the 
shop proprietor above 3rd (e.g., 5th 
level = +20%) 

Subtract 30% if the spell is of a 
different class than the proprietor (e.g., 
buying cleric spell components in a 
shop run by a magic-user) 

Adjust by level of rarity (Table II) 
and size of city/town (Table III) 


Table II 
Levels of rarity 

Everyday.+30% 

Common.0% 

Uncommon.-10% 

Scarce.-20% 

Rare.-40% 

Very Rare.-60% 

Table III 

Size of city/town 

Major city (20,000+).+30% 

Large city (10,000-19,999).+20% 

Medium city (5,000-9,999).+10% 

Large town (3,000-4,999).0% 

Medium town (2,000-2,999).-10% 

Small town (1,000-1,999).-20% 

Village (500-999).-30% 

Hamlet (100-499).-40% 

Crossroads (Less than 100).-50% 


All results of 100% or more mean that 
the desired items are available in unlimited 
supply. Totals between 01% and 99% 
require the appropriate percentile roll; 
successive rolls are required if more than 
one of any particular item is desired. The 
first failed roll indicates that the supply of 
the item is exhausted. If the adjusted total is 
0% or lower, then spell components are not 
available in any quantity. 

Expedition outfitters 

Most towns and cities have at least one 
store devoted to filling the needs of adven¬ 
turers. Depending on the community, they 
might be known as expedition outfitters, 
general stores, or ships' chandlers. They 
stock a wide range of everyday items, 
including most of the basic equipment and 
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supplies listed in the Players Handbook on 
pages 35-36. (Note that at such stores "the 
average costs will be higher because these 
traders are middle-men.") 

From time to time, one of these stores 
may arrange a contract with a local magic- 
user or witch to provide material spell com¬ 
ponents for the needs of traveling 
adventurers. The base chance for such an 
arrangement is 50% adjusted by the size of 
the city/town (Table III), or as desired by 
the DM. 

The chance of a store having particular 
material spell components is determined as 
for a magic shop, but at -30%. The level of 
the shop proprietor is replaced with the level 
of the witch/wizard supplying the store. 

The price of material spell components 
purchased through one of these stores is 15 
times the sum of the costs of the compo¬ 
nents (Table V) or 15 gp per level of the 
spell, whichever is higher. As with the 
magic shop, gems and fabricated items are 
normally not available; see the appropriate 
sections of this article. 

Alchemist 

The AD&D alchemist is a combination of 
chemist, bio-chemist, pharmacist, and 
magical researcher. Because of the nature of 
this work, the alchemist is frequently in the 
possession of material spell components. An 
alchemist may manufacture potions for a 
magic-user using the rules for costs and 
time as given in the Dungeon Masters 


Guide, pages 116-117. (Editor's note: See 
the BEST OF DRAGON® Vol. Ill anthol- 
ogy for an example of the alchemist 
described as a character class.) Although 
only magic-users of 7th level or higher may 
employ alchemists on a permanent basis, 
others may consult them for answers to 
specific questions related to their field of 
expertise. 

Nearly all alchemists will be found in 
cities or large towns. They are part of a 
formal or semi-formal brotherhood. Their 
consulting rate is 100-150 gp per day. Some 
alchemists only consult, being primarily 
involved in their magical research. Others 
operate shops where a variety of alchemical 
and pharmaceutical substances, both magi¬ 
cal and unmagical, can be obtained. 

Alchemists who operate stores may also 
sell other material spell components. The 
base chance for such an arrangement is 
50% adjusted by the size of the city/town 
(Table III), or as desired by the DM. The 
level of the "shop proprietor" is used as the 
level of the alchemist running the shop. As 
provided in Table I, subtract 30% if the 
components for the desired spell do not 
involve substances used in alchemy, or are 
not of spells usable by alchemists. 

Prices are identical to those charged by 
expedition outfitters; see the preceding 
section of text. 

Druids and temples 

Druid spells and cleric spells normally 


require a smaller range of material spell 
components than magic-user spells and 
illusionist spells do. 

A druidic order will normally be based in 
a grove or other natural setting. The mem¬ 
bers tend to have the full range of druid 
spell components (but of course only "bor¬ 
rowed" mistletoe), and make them available 
to druids, rangers, and bards who are part 
of their order or who tithe generously. Table 
V notes those items which can only or best 
be obtained from a druid. Druids may also 
deal with persons outside the faith; the 
chance of such an occurrence is 50%) plus 
(or minus) the non-druid's charisma reac¬ 
tion adjustment, minus 10% for every 
alignment step the non-druid differs from 
true neutral. 

Clerics would always prefer to deal with a 
temple to their deity when attempting to 
procure material components, but can also 
deal with a temple to an equivalent deity, in 
stature and alignment, or at a minimum 
with a temple of identical alignment. 

Cleric spells normally require the use of a 
holy symbol, prayer beads, or similar 
devices. I recommend that it be assumed 
that lst-level clerics receive one appropri¬ 
ately prepared and consecrated holy symbol 
as part of their ordination. Any other holy 
symbols or other such items will have to be 
either prepared by the cleric when he is able 
to cast the holy symbol spell (see issue #58 
of DRAGON® Magazine), or be obtained 
from a temple of identical faith. 
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Another frequently required material 
spell component is holy (or unholy) water. 
This should be available at the listed Players 
Handbook cost from any temple of the 
appropriate alignment: a good church will 
produce holy water, an evil church unholy 
water, and a neutral church none at ail. 

Many temples will have clerical only spell 
components for sale, but will sell them only 
to clerics of appropriate alignment. The 
base chance of a temple selling such compo¬ 
nents is 80% adjusted by the size of the 
city/town; all other factors are calculated as 
for a magic shop, with the level of the high¬ 
est cleric used as the level of the "shop 
proprietor." Prices are 10 times the sum of 
the costs of the components or 10 gp/level of 
the spell, whichever is higher. A tithe, sacri¬ 
fice, or large donation is advisable. 

Gathering 

A number of material spell components 
can most easily be obtained just by going 
out and gathering them. Anything not 
fabricated and not refined can be gathered. 

To determine the chance of gathering a 
particular material spell component, use the 
following equation: a base chance of 100%, 
adjusted by the item's level of rarity times 
two, plus 1% for each day spent searching, 
plus 2% per day for each additional 
searcher beyond the first. Roll the adjusted 
chance once per day until the desired item 
is found, or the search is given up. If the 
chance to find the item is exactly 100%, it 
can be found after one full day's search 
(approximately 12 hours). For every 10% 
over 100%, the searching time drops by two 
hours. If the chance to find the item is 
160%, then the item is found instantly. 

The Dungeon Master should use discre¬ 
tion in determining whether a certain item 
can be gathered or not, based on his knowl¬ 
edge of the campaign area. If the spell 
caster insists on looking, roll the dice every 
day, but if the item is simply not to be 
found, the outcome is always negative 
regardless of what the dice read. 

Gems 

A large number of spells require gems, 
jewelry, or precious metals as part of the 
material component. There are two basic 
ways of obtaining such items: the spell 
caster may retain gems found during adven¬ 
tures, or he may purchase them from a 
jeweler, gem dealer, or (occasionally) a 
moneylender who assays and deals in pre¬ 
cious stones. 

In the case of many of the spells, the cost 
in gold pieces of the gems required is 
defined; otherwise the tables in the Dun¬ 
geon Masters Guide, pp. 25-27, should be 
consulted for representative prices. 

The chance of a particular dealer having 
the required gems is determined by the 
following formula: a base chance of 100%, 
adjusted by the rarity of the gem (see Table 
IV) and the size of the city/town, plus 20% 
if the shop is large, no adjustment if the 
shop is medium-sized, and minus 10% if 
the shop is small. 


Powdered gems may be prepared by any 
gem dealer. If the spell caster wishes to have 
his own gems powdered by a jeweler, the 
cost is 10% of the value of the gem(s). 

Gold and silver items can be made by 
goldsmiths and silversmiths; this is 
described in more detail in the section on 
fabricated items. Jewelers and moneylend¬ 
ers can provide certain gold items, includ¬ 
ing gold dust, gold coins, and some 
fabricated items. Silversmiths can make the 
full range of silver items; so can many 
jewelers. 

Table IV 
Gems 

Level of rarity of gems: 

Ornamental stones Common 

Semi-precious stones Uncommon 

Fancy stones Scarce/Rare * 

Gem stones Rare/Very Rare * 

* - Within the categories of gems, 
some are noted as having a base price 
five times higher than average. These 
should be treated as being one rarity 
level higher than others in the same 


category. 


Gems used in spells: 

Agate 

Ornamental/ 

Common 

Amber 

Fancy/Scarce 

Amethyst (crushed) 

Fancy/Scarce 

Citrine 

Semi-Precious/ 

Uncommon 

Corundum 

Gem/Rare 

Diamond 

Gem/Very Rare 

Moonstone 

Semi-Precious/ 

Uncommon 

Opal, Black 

Gem/Rare 

Pearl 

Fancy/Scarce 

Pearl, Black (crushed) 

Fancy/Rare 

Ruby (powdered) 

Gem/Very Rare 

Sapphire, White 

Gem/Rare 

Topaz 

Fancy/Scarce 

Several spells call for < 

i "large gem" or "a 


gem worth at least 5,000 gp." These should 
always be treated as Gem Stones (Rare), 
except those of 5,000 gp or greater value, 
which should be treated as Gem Stones 
(Very Rare). 

Going shopping 

Of course, not all communities have a 
magic store, or an alchemist, or even an 
expedition outfitter. Not all stores which do 
carry material spell components as such will 
have all the items in stock that a spell caster 
may desire. In addition, as noted, the prices 
that magic dealers charge is well in excess of 
the going prices on the open market. 

The following table is a master list of 
material spell components, their level of 
rarity, their "normal" cost (perhaps subject 
to change based on demand or availability), 
and a list of shops or other sources where 
they might be obtained. Not all communi¬ 
ties will have all the various types of stores 
listed; some will have stores not listed. If a 
player wishes to attempt to buy material 
spell components in a shop not described in 
the following table, the DM should allow it 


if, in his opinion, there is a reasonable 
chance that the shop might carry the desired 
item. Omitted from this list are gem stones, 
holy symbols, and fabricated items, all of 
which are discussed in other sections of this 
text. 

The rarity of each item was determined 
assuming a temperate (European) climate 
and the proper season, especially for botani¬ 
cal products. If this does not describe your 
campaign situation, the DM should adjust 
the rarity level and cost accordingly. 

It will be necessary for the spell caster to 
purchase or obtain appropriate containers 
for the components, and to spend time 
preparing the mixtures for rapid casting. 
This should be a part of preparing and 
memorizing spells prior to an adventure. 
Failure to do this will substantially extend 
the spell casting times listed in the Players 
Handbook, which assume that the material 
spell components are ready and available. 

Sources already described — magic 
shops, expedition outfitters, alchemist 
shops, druid orders, cleric temples, and 
jewelers — are not listed except when those 
stores are the optimum (or only) place to get 
a certain item. 

The base chance for one of the listed 
stores to have the given component is 
100%, adjusted by the item's level of rarity 
and the size of the city/town. 

Table V 

Material spell components 

Acid, strong (Uncommon; 1 gp/oz.): al¬ 
chemist, brickmaker, engraver, stonecutter 
Acorns (Common; 5 cp/lb.): druid, gath¬ 
ering 

Adder stomach (Scarce; 5 gp/ea.): magic 
shop 

Alcohol, grain (Common; 1 gp/qt.): 
alchemist, barber, dyer, jeweler, painter, 
paper/ink maker, perfumer, physician, 
tanner 

Alkaline salts 1 (Scarce; 5 gp/oz.): alche¬ 
mist, gathering, physician 

Alum (Uncommon; 1 gp/oz.): alchemist, 
barber, dyer, paper/ink maker, perfumer, 
physician 

Amaryllis (Hypoxis) stalk 2 (Rare; 24 gpf 
doz.): botanist, druid, flower shop 
Animal hoof, powdered (Uncommon; 

1 gp/oz.): alchemist, physician, stable, 
veterinarian 

Bag, tiny (Common; 15 sp/ea.): leather- 
worker, moneylender, tailor, tanner 
Bark, tree / Bark chips (Common; 

1 cp/lb.): carpenter, druid, gathering, lum¬ 
ber mill 

Bat fur/Bat guano /Bat hairs (Scarce; 

10 gp/oz.): gathering, magic shop 
Bead, crystal or glass (Common; 

5 sp/ea.): glassblower, jeweler 

Beeswax (Everyday; 1 cp/oz.): beekeeper, 
bowyer/fletcher, food store 

Bell, small (Uncommon; 20 gp/ea.): 
bellmaker, clockmaker, jeweler, musical 
instrument maker, smith 

Berries, edible fresh (Common in season, 

1 sp/lb.; Rare out of season, 15 gp/lb.): 
druid, food store, gathering 
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Bitumen 3 (Uncommon; 5 gp/oz.): alche¬ 
mist, barrelmaker, carpenter, shipmaker 
Blood, black dragon (Very Rare; 

500 gp/oz.): alchemist, magic shop 

Blood, human 4 (Rare; 100 gp/oz.): alche¬ 
mist, druid, magic shop, physician 

Blood, mammal (Uncommon; 1 gp/oz.): 
alchemist, butcher 

Bone, powder or shard (Common; 

1 gp/lb.): alchemist, butcher, magic shop, 
physician 

Bone from undead (Rare; 50 gp/ea.): 
alchemist, magic shop 

Brandy, drop (Common; 1 gp/pt.): tav¬ 
ern, winemaker 

Brass dust (Common; 5 sp/oz.): armorer, 
smith, weapon maker 

Brazier (Uncommon; 25 gp/ea.): candle- 
maker, smith, temple 

Bromine salts 5 (Scarce; 5 gp/oz.): alche¬ 
mist, saltmaker 

Bronze disc (Common; 15 sp/ea.): 
armorer, engraver, smith 

Bull's horn, carved (Uncommon; 

1 gp/ea.): carver, stable 

Burrs (Everyday; 1 cp/oz.): gathering, 
stable 

Butter (Everyday; 5 cp/lb.): dairy, farm, 
food store, tavern 

Candles, various types (Everyday, 

1 cp/ea., for tallow; Common, 1 sp/ea., for 
wax; Uncommon, 1-6 gp/ea., for special 
candles): candlemaker 

Carbon (Common; 1 cp/oz.): candle- 
maker, paper/ink maker, smith 


Carp, live miniature (Scarce; 1 sp/ea.): 
bait shop, fishmonger 

Carrot, dried or powdered (Scarce; 

1 sp/oz.): alchemist, food store, herbalist 
Castor beans 6 (Rare; 10 gp/oz.): alche¬ 
mist, dyer, perfumer, physician 
Caterpillar cocoon (Uncommon; 

5 sp/ea.): druid, gathering, silkmaker 
Chalk (Common; 1 sp/stick): quarry 
Charcoal: see Carbon 
Citric acid (lemon or lime juice) (Uncom¬ 
mon; 1 gp/pt.): food store 

Clay (Common; 1 gp/lb.): artist/sculptor, 
brickmaker, potter 

Cloth (Everyday; 1-10 gp/yd.): cloth- 
maker, sailmaker, spinner, tailor, weaver 
Club, oaken (Common; 1 gp/ea.): 
weapon shop, woodcarver 

Coal (Common; 1 gp/lb.): brickmaker, 
quarry, smith 

Cone, crystal or glass (Scarce; 10 gp/ea.): 
glassblower, jeweler 

Copper piece (Everyday; 1 cp/ea.): 
moneylender 

Copper wire, fine (Common; 1 gp/ft.): 
smith 

Corn extract (Common; 2 sp/lb.): alche¬ 
mist, food dealer, herbalist 

Cricket, live (Uncommon; 1 gp/ea.): bait 
shop, gathering 

Crystal (Uncommon; 1-10 gp/ea.): glass- 
blower, jeweler 

Dart (Common; 5 sp/ea.): weapon shop 
Demon ichor (Type I, Very Rare, 500 
gp/oz.; Type II, Very Rare, 750 gp/oz.; 


Type III, Very Rare, 1000 gp/oz.): alche¬ 
mist, magic shop 

Dirt (Everyday; free): gathering 

Dirt, graveyard (Common; 1 gp/oz.): 
graveyard, temple 

Down (Common; 1 sp/lb.): bowyer/ 
fletcher, farm 

Dragon bones (Rare; 500 gp/set): magic 
shop 

Drum, small (Uncommon; 10 gp/ea.): 
musical instrument shop 

Dung (Everyday; 1 gp/lb., packaged): 
stable 

Dust (Everyday; free): gathering 

Eagle eye (Rare; 20 gp/ea.): alchemist, 
magic shop 

Egg, rotten (Uncommon; 1 cp/ea.): farm, 
food dealer 

Eggshell (Common; 1 cp/ea.): farm, food 
dealer 

Elixir made from the juice of dried plums 
and the oil of 5-8 beans of a castor plant 
(Rare; 50 gp/oz.): alchemist 

Evergreen (Common; 1 sp/lb.): druid, 
lumber mill 

Eyelash, normal (Everyday; free): 
gathering 

Eyelash of basilisk, ki-rin, ogre mage, or 
other spell-using creature (Very Rare; 100 
gp/ea.): alchemist, magic shop 

Fan (Common; 1-6 gp/ea.): clothing 
store, tailor 

Fat (Everyday; 1 cp/lb.): farm, food 
store, tavern 

Feather, wing / White / owl (Common/ 


Thieves Jo it 


Shadows. 



Learn their special skills in theThieves’ Guild™ 
series of rules and adventures for rouges, 
thieves, and other characters who like to do it 
in the dark. Each book in the series features at 
least two full-length scenarios that contain a 
wealth of detail for the GM’s use, and rules 
covering a wide range of thievish pursuits, 
such as burglary, smuggling, assassination, or 
highway robbery — all your players need to 
plan the perfect crime! 


Thieves’ Guild™ is also available by subscrip¬ 
tion for only $5.00 an issue (3 issue minimum). 


Gamelords, Ltd. 

18616 Grosbeak Terrace, 
Gaithersburg, MD 20879 
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Uncommon; 1-6 gp/ea.): farm, gathering, 
tailor 

Feather, exotic (Scarce; 10-20 gp/ea.): 
clothing store, tailor 

Firefly, live (Uncommon; 1 sp/ea.): 
gathering 

Firefly, tail (Uncommon; 5 sp/ea.): magic 
shop 

Fleece (Common; 1 gp/lb.): farm, fuller, 
tailor, weaver 

Flesh, human 7 (Rare; 50 gp/bit): alche¬ 
mist, magic shop, physician 

Flint (Common; 10 sp/ea.): armorer, 
candle maker, smith, tobacconist, weapon 
maker 

Flower petal (Everyday; free): gathering 

Flour, white (Common; 1 sp/lb.): food 
store, miller 

Fool's gold: see Iron Pyrite 

Fur (Common; 1-20 gp/skin): farm, 
fuller, furrier, tailor 

Garlic (Common; 5 cp/bud): food store, 
herbalist, tavern 

Gauze (Common; 1 sp/yd.): physician, 
weaver 

Glass (Uncommon; 10 gp/sq. ft.): 
glassblower 

Glove (Common; 1-6 gp/pr.): leather- 
worker, tailor 

Glove, snakeskin (Scarce; 25 gp/pr.): 
tailor 

Gold (Uncommon; price varies by weight 
and workmanship, base value 1 gp/1 gp 
wt.): goldsmith, jeweler, moneylender 

Grain (Everyday; 1 sp/lb.): bakery, brew¬ 


ery, farm, food store, miller, stable, tavern 
Granite, dust or block (Common; 

1 sp/oz.): mason, quarry 

Grasshopper hind legs (Uncommon; 

5 sp/ea.): gathering, magic shop 

Gum arabic 8 (Uncommon; 2 gp/oz.): 
alchemist, bakery, candy maker, physician 
Gut (Uncommon; 1 gp/yd.): butcher, 
musical instrument shop 

Hairs from a strong animal (Common; 

1 cp/bunch): gathering, stable 
Hammer, war (Common; 1 gp/ea.): 

weapon maker 

Hawk eye (Scarce; 15 gp/ea.): alchemist, 
hawker, magic shop 

Heart of a hen (Uncommon; 1 sp/ea.): 
butcher, farm 

Herbs, various (Uncommon/Rare; 

2-40 gp/oz.): alchemist, herbalist 

Herring scales, powdered (Uncommon; 

2 gp/oz.): alchemist, fishmonger, herbalist 
Holly (Common; 5 sp/oz.): druid, 

gathering 

Honey /honeycomb (Everyday; 

1 sp/pt.): alchemist, beekeeper, farm, food 
store 

Horn, carved (Uncommon; 1 gp/ea.): 
carver, stable 

Humus 9 (Common; 1 cp/lb.): farm 
Ice or snow 10 (Varies) 

Incense (Common; 1 gp/stick): candle- 
maker, perfumer, temple 

Inks, special (Scarce, 100-500 gp/oz.; 
Rare, 600-1000 gp/oz.): alchemist 

Ink, normal or lead-based (Uncommon; 


10 gp/oz.): alchemist, paper/ink maker 
Iron, various shapes and sizes (Common; 
1-6 gp/ea.): smith, weapon maker 

Iron pyrite (Uncommon; 5 gp/lb.): alche¬ 
mist, magic shop 

Jade circlet (Rare; 5000 gp): jeweler 
Lampblack (Common; 3 cp/oz.): candle- 
maker, illuminator/scribe, painter, paper/ 
ink maker 

Lard (Common; 2 cp/lb.): farm, food 
store, tavern 

Leaf (Everyday; free): gathering 
Leaf from poison ivy, oak, or sumac 
(Common; 1 sp/ea.): druid, gathering 
Leather loop (Common; 1-6 sp/ea.): 
leatherworker, tailor 

Leather blessed by cleric (Uncommon; 

100 gp/ea.): leatherworker or tailor + cleric/ 
temple 

Leek, crushed (Common; 5 cp/ea.): food 
store, tavern 

Licorice root, shaving (Scarce; 15 sp/oz.) : 
alchemist, food store, herbalist, physician, 
tavern 

Lime, powdered or crushed (Uncommon; 
1 gp/lb.): alchemist, quarry, stonemason 
Loam (Common; 1 gp/lb.): brickmaker, 
farm, foundry, quarry, smith 

Lodestone (Rare; 25 gp/ea.): astronomer/ 
navigator, chandler, magic shop 
Magnets: see Lodestone 
Mandrake root (Scarce; 15 sp/ea.): alche¬ 
mist, herbalist, physician 

Marble, polished (Uncommon; 1 gp/cu. 
in.): mason, quarry 

Marigold (Common; 1 cp/ea.): druid, 
flower shop, gathering 

Mercuric-nitric crystals (Rare; 

50 gp/oz.): alchemist, physician 

Mercury 11 (Scarce; 25 gp/oz.): alchemist, 
physician 

Metal bar: rod, nail (Common; 

1-6 cp/ea.): barrelmaker, carpenter, smith, 
weapon maker 

Mica (Uncommon; 1 gp/cu. in.): mason, 
quarry 

Milkfat, solidified (Common; 5 sp/pt.): 
dairy, food store 

Mirror, silver (Uncommon; 20 gp/ea.): 
jeweler, silversmith 

Mistletoe, borrowed (Uncommon; 

10 sp/sprig): gathering 
Mistletoe, greater (Scarce; as per Players 
Handbook) 

Mithral plate (Rare; 50 gp/lgp wt.): 
armorer, jeweler, smith, weapon maker 
Moonseed plant 12 (Scarce; 5 gp/ea.): 
druid, flower shop, herbalist 

Mud (Everyday; free): gathering 
Mushroom spores (Rare; 50 gp/oz.): 
alchemist, herbalist, physician 

Nettle leaves, crushed (Uncommon; 

10 gp/oz.): alchemist, druid, herbalist, 
physician 

Nitre: see Saltpeter 
Nut shells (Common; 1 sp/lb.): food 
store, gathering 

Oak bark / leaf (Common; 1 sp/lb.): 
druid, gathering 

Octopus (giant) tentacle (Rare; 

50 gp/ea.): fishmonger 

Oil (Common; 1 gp/flask): alchemist. 


Experience ®ije of 

Compleat Jfatttagg” 



THE COMPLEAT 
SPELL CASTER 

Four new classes of spell casters, 
including: the witch, mystic, nec¬ 
romancer, and sorcerer. Plus 
new information on the hierarchy 
of demons, familiars, runes, sym¬ 
bols, circles of protection, magic 
items, and much more. Retail 
Price: $7.50 


THE COMPLEAT ALCHEMIST 

The authoritative guide to Al¬ 
chemy, containing formulae for 
the creation of elixirs, powders, 
potions, dusts, gasses and much 
more. Retail Price: $7.50 



THE COMPLEAT 
ADVENTURER 

More new character classes, in¬ 
cluding the beastmaster, bounty 
hunter, buccaneer, gladiator, 
harlequin, knight, martial artist, 
rogue, and others... A wealth of 
information for the avid player or 
game judge. Retail Price: $7.50 


EWfr dames 
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candlemaker 

Oil, sweet / oil refined from hickory and 
walnuts (Uncommon; 5 gp/flask): alche¬ 
mist, bakery 

Ointment of very rare mushroom pow¬ 
der, saffron and fat (Very Rare; 500 gp/oz.): 
alchemist, herbalist 

Ointment of oil, poppy dust, and pink 
orchid essence (Rare; 150 gp/oz.): alche¬ 
mist, herbalist 

Paddle, wooden (Common; 1 sp/ea.): 
carpenter, woodcarver 

Parchment (Common; 10 sp/sheet): 
illuminator, paper/ink maker, scribe 

Peas, split dry (Common; 3 cp/lb.): food 
store 

Phosphorus (Uncommon; 5 gp/oz.): 
alchemist, glassblower, physician 

Pigments (Uncommon; 1-6 gp/oz.): 
alchemist, painter 

Pine /pine cone (Common; 1 cp/ea.): 
druid, gathering 

Pine tar (Common; 5 sp/pt.): alchemist, 
carpenter, painter, physician 

Pins, silver (Uncommon; 1 sp/ea.): jew¬ 
eler, silversmith 

Pitch (Common; 5 sp/pt.): carpenter, 
painter, physician 

Plant, green (Everyday; free): gathering 

Plums, dried (Common; 2 cp/doz.): food 
store 

Pork rind (Common; 5 cp/lb.): butcher, 
food store, tavern 

Potion of heroism or superheroism (Rare; 
500/700 gp/ea.): alchemist 



THE COMPANIONS 


I I 

ISLANDIA CAMPAIGN SERIES: 
MODULAR ADVENTURES 
FOR ALL FANTASY 
ROLE PLAY SYSTEMS 

- THE CURSE ON HARETH 

- PLAGUE OF TERROR 

- STREETS OF GEMS 

- BROTHERHOOD 
| OF THE BOLT 


50-page booklets 
Fabulous maps to play on 
Thrilling descriptions 
New treasures & traps 
Color wilderness maps 


V 

P. O. BOX 843 BATH, ME 04530 


Prayer beads / Prayer wheel / Prayer 
book (Common; 1-100 gp/ea.): temple 
Prism, mineral (Uncommon; 5 gp/ea.): 
glassblower, jeweler 

Quicksilver: see Mercury 
Quartz, rock crystal, smoky quartz 
(Uncommon; 1-6 gp/ea.): glassblower, 
jeweler 

Raisin (Common; 3 cp/lb.): food store 
Ram's horn (Uncommon; 15 sp/ea.): 
farm 

Reed (Common; 1 cp/lb.): gathering, 
mill, weaver 

Resin (Common, 1 gp/oz. for ordinary 
sort; Uncommon, 5 gp/oz. for resin from 
camphor tree): alchemist, musical instru¬ 
ment shop, painter, paper/ink maker, 
physician 

Rhubarb leaf, powdered (Uncommon; 

5 sp/oz.): alchemist, herbalist 

Roc eye (Very Rare; 500 gp/ea.): alche¬ 
mist, magic shop 

Rock (Everyday; free): gathering 
Rod of amber, crystal, or glass (Uncom¬ 
mon; 15 gp/ea.): glassblower, jeweler 
Rope (Common; 50' for 4 sp): expedi¬ 
tion outfitter, ropemaker 

Rose petals (Common; 1 sp/ea. rose): 
flower shop 

Salt /Rock salt (Common; 1 gp/lb.): 
food store, herbalist 

Saltpeter (Uncommon; 1 gp/oz.): stable, 
quarry 

Sand, fine / colored (Uncommon; 

1 gp/oz. ): clockmaker, gathering 


Scroll (Uncommon-Scarce; 10-60 gp/ea.): 
illuminator, paper/ink maker, scribe 
Seashell (Common; 1 sp/ea.): fish¬ 
monger, gathering, jeweler 

Sesame seeds (Uncommon; 2 gp/lb.): 
herbalist 

Shamrock leaf (Uncommon; 5 sp/ea.): 
druid, gathering 

Silk, various (Scarce; 50-300 gp/yd.): 
clothier, tailor, trader/importer, weaver 
Silver (Common; price varies by weight 
and workmanship): jeweler, silversmith 
Sinew from strong animal (Uncommon; 

1 gp/ea.): alchemist, butcher 

Skunk cabbage leaves (Uncommon; 

1 gp/cabbage): druid, gathering 
Slug (giant) digestive juice (Rare; 

50 gp/flask) : alchemist 

Smoke (Everyday; free): any fire source 
Snake scales / skin / tongue (Scarce; 

6-12 gp/ea.): alchemist, magic shop 
Snow: see Ice and snow 
Soot: see Lampblack 
Spectre, essence of (Very Rare; 

750 gp/oz.): alchemist, magic shop 
Spell books 34 (Rare; 1000 gp + 

100 gp/spell level): magic shop 

Spell books, travelling 74 (Rare; 500 gp + 
100 gp/spell level): magic shop 

Spheres of crystal, glass, or mineral 
(Uncommon; 5 gp/ea.): glassblower, jeweler 
Spider, live (Uncommon; 1 gp/ea.): 
gathering, magic shop 

Spider web (Everyday; 1 gp/web): alche¬ 
mist, gathering, magic shop 


Riddle ofthe Rina ™ 


A thoroughly entertaining, highly 
playable game that brings your 
favorite characters such as Gandalf, 
Frodo and Wormtonguc to life. Travel 
with them from The Shire to Mordor 
Average time per game: 60 minutes. 



•80 colorful cards illustrating 60 
different characters, creatures and 
objects «Full color board 
•Comprehensive, easy to read rules 
•3-D playing pieces 
•No cardboard punchouts, no charts, 
assembly required. 


COMPLETE FANTASY GAME — 2 to 8 Players—Ages 12 to Adult 

(c) 1983 Fellowship Games. Inc 



Just one ofthe 60 different cards shown 
at half actual size. Each extra large card 
(5" x 3-3/4”) has vi brant col or, individual 
personality and irresistible Charm. 



Riddle of the Ring features dramatic events, original 
plots, playful socializing and individual strategies. It 
allows for a fu II range of subtlety and complexity. For 
each player at any level, Riddle of the Ring provides a 
unique adventure every game. 


Released early in 1983 after 5 years in development, 
Riddle of the Ring is the best game of its kind 
available. If hour for hour you do not get more 
enjoyment from our game, Riddle of the Ring, than 
from f.C.E.'s game, The Fellowship of the Ring, we 
will gladly give you a full refund on any undamaged 
game returned to us within 6 months. 

Send $20 check or money order for game and shipping 
from anywhere in the U.S.A. to: 

FELLOWSHIP GAMES, INC. 

P. O. Box 12634 
Columbia, S. C. 29211 

Various names herein arc from the uncopyrighted works 
of J .R R Tolkien. This game was not originated by and is 
not produced or sold by Prof. Tolkien, his heirs or 
successors. 
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Squid (giant) tentacle (Rare; 

50 gp/tentacle): fishmonger 

Squid secretion (Rare; 50 gp/flask): 
alchemist 

Stalactites (Scarce; 5 gp/ea.): gathering 
Steel (Uncommon; 10-60 gp/sq. yd.): 
smith 

Stone, small (Everyday; free): gathering 
Stone, square chip (Common; 1 cp/ea.): 
mason, quarry 

Straw (Common; 5 sp/bale): farm, stable 
String, piece (Everyday; 1 cp/yd:): cloth¬ 
ing store, any craft shop, tailor, weaver 
Stylus (Uncommon; 1 gp/ea.): engraver, 
paper/ink maker, scribe/illuminator 
Sugar (Common; 1 gp/lb.): food store, 
herbalist, tavern 

Sulphur (Uncommon; 1 gp/oz.): alche¬ 
mist, physician 

Sumac (Uncommon; 1 gp/oz.): druid, 
gathering 

Talc (Uncommon; 1 gp/oz.): alchemist, 
beauty shop 

Tallow (Common; 1 cp/lb.): candlemaker 
Tea, herb (Uncommon; 1-6 gp/lb.): 
herbalist 

Tltread (Common; 1 sp/spool): clothing 
store, tailor 

Thorns (Common; 1 sp/lb.): druid, 
gathering 

Tort, minute (Common; 3sp/ea,): bakery 
Tortoise / Turtle shell (Common; 

3 sp/ea.): fishmonger, jeweler 

Treacle (Common; 5 sp/qt.) : alchemist, 
food store, physician, tavern 


CSammaatrrB 
ttuibhini, Jin c. 

ADVENTURE GAMING 
SPECIALISTS 

ROLE-PLAYING GAMES AND AIDS 

Chaosium, Excalibre, Fantasy Arts Enterprises, 
Fantasy Games Unlimited, Fantasy Productions. 
Flying Buffalo, GDW, Gamescience, 
Grimoire Games, Metagaming. TSR 


MINIATURES 

Archive, Broadsword, Citadel, Grenadier, 
Heritage, Dragontooth, GHQ, Martian Metals, 
Mike's Models, Minifigs, 

Ral Partha, Superior Models 


BOARDGAMES 

Avalon Hill, Metagaming. OSG, 

SPI, Task Force, GDW, Yaquinto, Eon 

AND MUCH MUCH MORE!!! 

GAMEMASTERS HOBBIES, INC. 
4627 GEARY BLVD. 

SAN FRANCISCO, CA 94118 
(415) 387-4118 

Catalog available for $2 
Phone orders accepted with VISA 
and Master Charge 


Twigs (Everyday; free): gathering 
Umber hulk blood (Very Rare; 

750 gp/flask): alchemist 

Vampire dust (Very Rare; 1000 gp/oz.): 
alchemist, magic shop 

Vellum (Rare; 50 gp/sheet): paper/ink 
maker, scribe/illuminator 

Viz-million (Uncommon; 10 gp/oz.): 
alchemist, dyer, paper/ink maker 
Vestments, clerical (Uncommon; 

100-600 gp/set): tailor, temple 

Vial (Common; 1 gp/ea.): alchemist, 
glassblower 

Vinegar (Common; 5 cp/qt.): food store, 
tavern, wine shop 

Water (Everyday; free) : gathering 
Wax (Common; 1 sp/lb.): candlemaker 
Wlritewash (Common; 1 gp/gal.): painter 
Willow or other flexible wood (Common; 
1 cp/yd.): carpenter, druid, gathering, 
lumber yard 

Wood, small piece (Everyday; free): 
gathering 

Wool (Common; 1 cp/oz. unwoven, 

1-20 sp/yd. woven): farm, fuller, tailor, 
weaver 

Wytchwood 15 (Uncommon; 5 gp/piece) : 
druid 

Yellow-tinted glass, crystal, or mica 
(Uncommon; 1-6 gp/ea.): glassblower, 
jeweler 


1 — Alkaline salts are found in natural 
water and arid soils. 

2 — Amaryllis (Hypoxis) stalks are native 
to southern Africa, and would be Uncom¬ 
mon in that climate. They are also known 
as "Belladonna lilies." 

3 — Bitumen is obtained by distillation 
from coal or petroleum, and is occasionally 
found naturally. 

4 — Human blood is actually not rare, 
but because its indiscriminate gathering is 
likely to cause trouble with the local author¬ 
ities, it is a troublesome substance to 
obtain. 

5 — Bromine salts are obtained from 
seawater, and are only Uncommon in the 
vicinity of the ocean. 

6 — Castor beans are native to tropical 
Africa and Asia, and are Common in simi¬ 
lar climates. 

7 — Human flesh poses the same prob¬ 
lem as human blood; see Note 4 above. 

Both can be "gathered" by the spell caster, 
of course, but watch out for alignment 
problems. 

8 — Gum arabic is a gum resin exuded 
by various African trees of the genus Aca¬ 
cia. Because it travels well, and has many 
uses, it is only Uncommon. 

9 — Humus is found in compost heaps. 

It is not made from chick peas. 

10 — Ice or snow is Common or Every¬ 
day in appropriate climates, and unavail¬ 
able without magic in other climates. 

11 — Mercury has been known since 
ancient times, but was thought to have uses 
only in alchemy and medicine. It is also 
known as quicksilver (q.v.). 

12 — Moonseed plants are found in 


moderate, temperate, European climates. 

13 — For a pineal gland from human or 
humanoid creature, see Notes 4 and 7, 
above. 

14 — Spell books and travelling spell 
books are treated in detail in issue #62 of 
DRAGON Magazine and the BEST OF 
DRAGON Vol. Ill anthology. If the spell 
caster desires to make his own, the cost will 
be the same. 

15 — Wytchwood is also known as Wytch 
Elm or Witch Elm, and is found in temper¬ 
ate climates. 

Fabricated items 

Certain material spell components must 
be specially made, either by skilled crafts¬ 
men or by the spell caster personally. The 
following table provides information on 
those components which must be fabricated, 
who can do the work, how much the work 
costs, and how long it will take. (Editor's 
note: Tables VI, VII, and VIII hereafter 
include mentions of some spells that are not 
part of the AD&D rules, but which were 
described as official new spells in past issues 
of DRAGON Magazine. Tire issue in 
which each of those spell descriptions 
appears is indicated by the reference follow¬ 
ing the spell name.) 

Table VI 

Fabricated material spell components 

Augury (cleric): A set of gem-inlaid 
sticks. These sticks can be manufactured by 
a jeweler in 1-4 weeks at a cost of 500 gp 
per set. 

Plane shift (cleric): A small, forked metal 
rod. Tuning forks can be made by a smith 
or musical instrument maker in 1-6 days for 
25 gp, tuned. 

Changestaff, #71 (druid): A staff of ash, 
oak, or yew wood made from the limb of a 
tree which had been struck by lightning 
within the past 24 hours. Obtaining the tree 
limb requires one full day of searching 
following a lightning storm. If your cam¬ 
paign has no system to determine the occur¬ 
rence of such a storm, assume a 10% 
chance plus 1% per day, cumulative. There 
is a base 50% chance of finding such a tree. 
Searchers may be hired to help in this 
search. Normal searchers add 10% to the 
chance for each additional person; their cost 
is determined as per the DMG, pg. 29. 
Druids or rangers add 25% per person, and 
cost 150 gp per day to hire. Having the 
limb carved into a staff will take a trained 
woodcarver 1 week + 1-6 days, and will cost 
250 gp. 

Levitate (magic-user): A piece of golden 
wire bent into a cup shape with a long 
shank on one end. A goldsmith can manu¬ 
facture this in one day for a cost of 100 gp. 

Deeppockets, #67 (magic-user): A tiny 
golden needle and a strip of fine cloth given 
a half-twist and fastened at the ends. A 
tailor can manufacture this in one day at a 
cost of 100 gp. 

Wlrip, #67 (magic-user): A small bit of 
silk braided into a miniature whip. A tailor 
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can manufacture this in 1-3 days for a cost 
of 15 gp. 

Clairaudience (magic-user): A small 
silver horn of 100 gp value. This can be 
manufactured by a silversmith in 7-12 days 
for 100 gp. 

Tongues (magic-user): A small clay model 
of a ziggurat. This can be manufactured by 
a potter, sculptor, or mason for 100 gp in 
7-12 days. 

Melfs Minute Meteors, #67 (magic- 
user): A small golden tube, 1000 gp cost. 
This can be manufactured by a goldsmith 
or jeweler in 14-21 days for 1000 gp. 

Dig (magic-user): Miniature shovel and 
tiny bucket. A smith, jeweler, or other 
craftsman can make these items in 1-3 days 
for 50 gp. 

Rary's Mnemonic Enhancer (magic- 
user): An ivory plaque of at least 100 gp 
value. This can be carved by a jeweler, 
sculptor, or carver for 100 gp in 7-12 days. 

Magic mirror, #67 (magic-user): A silver 
mirror of 1000 gp cost. This can be manu¬ 
factured by a silversmith for 1000 gp in 
14-21 days. 

Leomund's Secret Chest (magic-user): 

An exceptionally well-crafted and expensive 
chest costing at least 5000 gp, and a tiny 
replica, perfect in every detail. The chance 
of finding a master craftsman capable of this 
work is 50% adjusted by the size of the city. 
The cost of doing the work is 5000 gp + (50- 
5000) gp. The replica costs 2500 gp + (25- 
2500) gp. The work will take 7-12 months. 

Mordenkainen's Faithful Hound (magic- 
user): A tiny silver whistle. A silversmith 
can manufacture such a whistle in 7-12 days 
for 50 gp. 

Sending, #68 (magic-user): Two tiny 
cylinders, each with one open end, con¬ 
nected by a short piece of copper wire. A 
smith can manufacture this device in 1-8 
days for 50 gp. 

Legend lore (magic-user): Strips of ivory 
formed in a rectangle. This can be made by 
a jeweler or sculptor in 1-3 days for 100 gp. 

Project image (magic-user): A small 
replica (doll) of the magic-user. For 100% 
spell effectiveness, this doll should be pre¬ 
pared by a witch or magic-user, at a cost of 
300 gp in 1-4 weeks. A sculptor or tailor 
could produce such a doll for 100 gp, but 
the spell would only have 50% effectiveness 
in terms of range and duration. 

Repulsion (magic-user): A pair of small 
magnetized iron bars attached to two small 
canine statuettes, one ivory and one ebony. 

A skilled carver or craftsman could make 
this device in 7-14 days for 200 gp. 

Spiritwrack (magic-user): An illuminated 
sheet of vellum. Although the final product 
of this spell must be personally produced by 
the magic-user, the vellum can be illumi¬ 
nated by a trained scribe in 7-14 days for 

200 gp. 

Contingency, #68 (magic-user): An ele¬ 
phant ivory statuette of the magic-user. This 
can be carved by a good sculptor in 1-4 
weeks for 1500 gp. 

Duo-dimension (magic-user): A thin, flat 
ivory likeness of the spell caster, gold 


filigreed, enameled, and gem-studded at a 
cost of 5000-10000 gp. This can be manu¬ 
factured by a trained sculptor in 2-8 weeks 
at a cost of 5000 gp + (d6 x 1000) gp. 

Mordenkainen's Sword (magic-user): A 
miniature platinum sword with grip and 
pommel of copper and zinc at a cost of 500 
gp. A good smith could manufacture this in 
1-4 weeks at the listed cost. 

Mordenkainen's Magnificent Mansion, 
#68 (magic-user): A miniature portal carved 
from ivory. This can be carved by a jeweler, 
sculptor, or trained carver in 7-14 days for 
250 gp. 

Volley, #68 (magic-user): A bit of bent 
willow or other flexible wood, crisscrossed 
with specially prepared strands of gut. A 
carpenter or musical instrument maker can 
build this in 1-6 days for 100 gp. 

Bigby's Clenched Fist (magic-user): A 
small device consisting of four rings joined 
so as to form a slightly curved line, with an 
"I" upon which the bottoms of the rings 
rest, the whole fashioned of an alloyed 
metal of copper and zinc. A smith can 
manufacture a set of brass knuckles in 1-6 
days for 100 gp. 

Hypnotic pattern (illusionist): A crystal 
rod filled with phosphorescent material. 

This can be made by a glassblower in 7-14 
days for 300 gp. 

Variable spells 

Some spells have material components 
which vary with each casting. The spell 


caster should write down the material com¬ 
ponents to be used, and where he intends to 
get them, prior to casting. The DM, using 
the guidelines in the Players Handbook and 
this article, can then determine availability 
and costs, as well as the effectiveness of the 
proposed spell components. Expensive, 
rare, or particularly well-chosen materials 
should result in full (or even slightly 
improved) spell effectiveness; a half-hearted 
attempt to satisfy the material requirements 
should be penalized. 

Table VII 

Variable spells 

Druid spells: 

Animal friendship 
Slow poison 
Trip 

Magic-user spells: 

Mount, #67 
Dismissal/Beckon, #68 
Fabricate, #68 
Enchant an item 
Legend lore 
Banishment, #68 
Clone 

Binding, #68 

Illusionist spells: 

Minor creation 
Vision 

Mirage arcane, #66 
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Reusable items 

Most material spell components vanish 
upon use. A few, however, survive. Such 
reusable items are particularly desirable for 
spell casters. 

The following table lists all such material 
spell components. In some cases, it is not 
clear from the spell description whether the 
item is meant to be reusable or not; in those 
cases, a "(?)" follows the item. In the 
absence of official rulings on these items, 
the DM should use discretion in making the 
items either reusable or expended. 

Table VIII 

Reusable material spell components 
Cleric spells, various: holy symbol 
Sanctuary: a small silver mirror 
Augury: a set of gem-inlaid sticks or 
dragon bones 

Locate object: a piece of lodestone (?) 
Atonement: prayer beads, prayer wheel, 
or prayer book 

Find the path: divination counters 
favored by the cleric (as for augury) 

Control weather: prayer beads 

Druid spells, various: mistletoe or holly 
Shillelagh: an oaken club 
Changestaff, #71: a staff of ash, oak, or 
yew wood made from the limb of a tree 
which had been struck by lightning within 
the past 24 hours. 

Magic-user spells: 

Read magic: a clear crystal or mineral 
prism (?) 

Bind, #67: rope or ropelike object (?) 
Clairaudience: a small silver horn of 
100 gp value (?) 

Lightning bolt: a bit of fur and an amber, 
crystal, or glass rod (?) 

Detect illusion, #67: a piece of yellow- 
tinted glass, crystal, or mica (?) 

Melfs Minute Meteors, #67: a small 
golden tube of 1000 gp cost 

Magic mirror, #67: a silver mirror of 
1000 gp cost 

Leomund's Secret Chest: two custom- 
fabricated chests 

Magic jar: a large gem or crystal (?) 
Mordenkainen's Faithful Hound: a tiny 
silver whistle (?) 

Project image: a small replica (doll) of the 
magic-user (?) 

Contingency #68: an elephant ivory 
statuette of the magic-user (?) 

Cacodemon: a brazier 
Trap the soul: a very large and expensive 
gem (?) 

Illusionist spell: 

Hypnotic pattern: a crystal rod filled with 
phosphorescent material 

Spell substitutions 

Sometimes, material spell components 
can't be found. The Players Handbook, pg. 
64, notes that "Substitute materials might 
be allowed. This is up to your Dungeon 
Master. It should be noted that such substi¬ 
tutions could affect spell range, duration. 


area of effect, effect, etc." If you decide to 
allow substitutions, their effectiveness 
should be judged on (a) effectiveness and 
(b) expense. 

In the AD&D magic system, material 
spell components tend to either follow the 
Laws of Magic or are puns or modern-day 
references. Good material spell component 
substitutions should have the same charac¬ 
teristics. 

The Laws of Magic require that the 
method of the spell be an analog to reality 
in some way. The Law of Similarity, for 
example, states that events resemble causes, 
which is the principle behind pouring water 
on the ground as part of a rain dance. The 
Law of Contagion, which states that things 
once in contact continue to interact from a 
distance after separation, is the principle 
behind a voodoo doll. 

Examples of modern-day references and 
puns in the AD&D magic system include 
the brass knuckles in Bigby's Clenched Fist 
(the glove itself is an example of the Law of 
Similarity), or the tin-can telephone in 
sending (issue #68), which implies the Law 
of Contagion. 

Higher-level spells generally have more 
expensive material spell components than 
lower-level spells. The addition of high-cost 
components may increase spell effective¬ 
ness, at the discretion of the DM. This 
should not exceed the addition of one level 
to the spell caster's level for casting effec¬ 
tiveness for each doubling of the cost of 
material spell components. 

Of course, poorly chosen or cheap mate¬ 
rial spell components will substantially 
lower spell effectiveness, or possibly not 
work at all . . . but the spell caster may 
not know this in advance. 

Selling material components 

A party of adventurers that kills a black 
dragon, an umber hulk, a spectre, etc., 
might elect to take the blood, ichor, or 
essence back to civilization to sell to the 
local alchemist or magic shop. This is a 
good way for a resourceful party to make 
some extra money. 

The price an alchemist or magic shop will 
offer will only be half the sale price as listed 
in Table V — if very large quantities are 
offered for sale, the offering price will plum¬ 
met to as low as one-tenth. Of course, if the 
party has sold several gallons of black 
dragon blood to an alchemist, the level of 
rarity in that area of the campaign world 
should drop considerably. 

Magic shops and some expedition outfit¬ 
ters might want to buy magic items, 
potions, and scrolls found by the party 
which are surplus to their needs. The price 
offered will run about one-half the sale price 
in the Dungeon Masters Guide. If a party 
member wants to buy an item back, he will, 
of course, be charged full price. 

At the Dungeon Master's discretion, 
magic shops may have a few select 
enchanted items, scrolls, etc., for sale. 

These can either be generated randomly, 
using the tables on pp. 121-125 of the 
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DMG, or selected by the DM. As always, 
the DM should not allow a randomly gener¬ 
ated result to allow an item of too great 
power into the party's hands. 

Using the system 

Greycloak, a 5th level magic-user, is 
preparing for a several-week expedition to 
defeat the evil wizard Ashlock, who inhabits 
an old, evil dungeon in the mountains. 
Because he must travel light, he has 
obtained and prepared a travelling spell 
book (500 gp) with the spells charm person, 
magic missile, sleep, stinking cloud, forget, 
and phantasmal force (1000 gp to inscribe). 
Fortunately, charm person, magic missile, 
and forget have no material components. 

Using the spell descriptions in the Players 
Handbook and the tables in this article, 
Greycloak makes the following list: 

Sleep: a pinch of fine sand (Uncom¬ 
mon; 1 gp/oz.), rose petals (Common; 2 
sp/ea.), or a live cricket (Uncommon; 1 
gp/ea.) 

Stinking cloud: a rotten egg (Uncom¬ 
mon; 1 cp/ea.) or several skunk cabbage 
leaves (Uncommon; 1 gp/cabbage). 

Plwntasmal force: a bit of fleece 
(Common; 1 gp/lb.) 

Greycloak has paid 500 gp to the local 
magician's guild in dues to use the guild's 
private magic shop. In order to make sure 
he has ample supplies for the upcoming 
adventure, he wants to buy ten sets of 
ingredients for each spell. 


The magic shop is located in a medium¬ 
sized town (-10%), and is run by a 3rd level 
magic-user (no adjustment). Sleep is a first- 
level spell, so the base chance to have the 
most rare item (Uncommon, -10%) is 80%. 
Greycloak rolls less than 80% ten times, 
and receives ten packets of fine sand and/ or 
rose petals in a waterproof box, for which 
he pays 100 gp. 

The next item on Greycloak's shopping 
list is the ingredients for stinking cloud, a 
second-level spell with Uncommon compo¬ 
nents. Again, there is an 80% chance that 
the components will be in stock, but this 
time Greycloak rolls an 85% on his fifth 
roll, meaning that he can only buy four sets 
of components here, for a price of 20 gp 
each, or 80 gp. "Make sure they're pack¬ 
aged tightly," Greycloak growls. "Last time 
the party made me stay twenty feet down¬ 
wind!" 

Because he still needs six rotten eggs (or 
skunk cabbage leaves), he decides to visit 
the local alchemist. He could, of course, 
visit a farm or a food dealer, but he wants to 
make sure that the ingredients are pre¬ 
packaged. There is a base 40% chance that 
the local alchemist will sell material spell 
components; the roll is successful. The 
chance of the items being in stock is 100% 
(base) -20% (alchemist) -10% (medium 
town) -10% (Uncommon component) = 

60%. This time, Greycloak succeeds in 
making six rolls, and finishes his purchase 
for a price of 15 gp/level x 2 levels x 6 sets = 


180 gp. He grumbles at paying the higher 
price, but likes the odor-proof containers. 

The third item on his list, fleece for the 
phantasmal force spell, would cost 30 gp for 
each casting. "Outrageous, what these 
magic dealers get away with," Greycloak 
mutters. He visits the local fuller, which is 
90% likely to sell fleece, a Common item. 
He buys a pound of fleece for 1 gp, and 
spends another gold piece to have his pur¬ 
chase wrapped. 

Finally, all the preparation is complete. 
His horse has been groomed and fed by 
stableboys, his dagger sharpened, all his 
magic items carefully checked and ready for 
use. "Now for a good night's sleep," Grey¬ 
cloak says to himself, and yawns. "And on 
the morrow, the adventure begins!" 

Conclusion 

I hope this information will allow the 
more active use of material spell component 
rules in your campaign. Properly used, 
material spell components add to the 
romance and realism of magic use, and 
somewhat restrict the power of spell casters. 
They also provide an interesting method of 
siphoning off excess cash, and ways for a 
clever party to obtain extra gold pieces. 

And, by giving people a reason to visit 
more stores and shops in your favorite city 
or town, they will meet more non-player 
characters, hear more rumors, and become 
more involved in the day-to-day life of your 
world. 
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(a few hours), during which time they are 
AC 10 and their eyestalks are not strong 
enough to aim the eyes, so they can be 
killed fairly easily. Once the shells harden, 
one will drive off the other (usually harm¬ 
lessly, but double deaths have resulted) and 
will take over its parent's territory. The 
loser will try to find some vacant territory 
or drive out another beholder, sometimes 
with success. 

David Carl Argali 
La Puente, Calif. 


Although my AD&D group has used 
psionics for quite a while, there have been a 
few questions along the way. The articles in 
issue #78 helped to clear much of these 
away. One question still: Why relate psionic 
progression to class progression at all? No 
doubt it lessens the DM's "not another item 
to keep track of" blues, but I can't find the 
logic behind it. A character's mental abili¬ 
ties (i.e., psionics) have little relation to the 
character's class. When you realize that the 
acquisition of psionic disciplines depends 
upon the progression within the character's 
class and moreso upon which class is cho¬ 
sen, it makes even less sense. 

Comparisons of the separate class pro¬ 
gression tables shows that a druid wound 
gain disciplines quicker than any other 
class. Why? Logic along one line would say 
that a magic-user or illusionist (who uses 
naught but his/her mind normally) would 
acquire them faster. Along another line of 
logic, a fighter (who uses mostly his brawn 
with less mind) would acquire them fastest 
as the "spell users" already have their 
minds busy holding spells. Yet the druid 
gains them faster than any other class be¬ 
cause he/she is a druid. Either way you 
lose. 

One suggestion would be to have a sepa¬ 
rate progression for the gaining of disci¬ 
plines and attack/defense modes. This could 
possibly be modified by the pertinent ability 
scores (intelligence, wisdom, and charisma) 
and/or the character's total psionic ability 
score. A bonus/penalty might be added per 
the class that is chosen. 

Another suggestion might be to create a 
new class along the lines of Mr. Collins' 
Psionicist. A character who showed poten¬ 
tial (per the previous roll of the dice) could 
opt for this class only to develop the talent. 
Choosing a class other than this one would 
mean that the talent was never developed 
and would not be available to the character. 

Rodney L. Barnes 
Albany, Ore. 


The issue on psionics was very well re¬ 
ceived. There could have been more on the 
political side of the psionic endowed. For 


those who wish to find out more of the 
political side, I suggest reading To Ride 
Pegasus by Anne McCaffrey. The book is 
very good in dealing with the psionic com¬ 
munity and their dealings with the "un¬ 
gifted." The problems they encounter are 
similar to the Deryni. And with a little 
imagination, a scenario could be built 
around a town in need of saving from suspi¬ 
cious neighbors. . . . 

Mark Kadas 
Allentown, Pa. 


Of the articles on psionics in issue #78 
(which I think were excellent, considering 
they seemed obligated to stay within the 
original rules), the one that caught my 
attention the most was the one on "Over¬ 
hauling the system." I don't think this 
article did enough overhauling. 

The author was quite right when he 
pointed out the role psionics come to play in 
a typical AD&D game, although there 
wasn't enough stress put on the problem as 
I see it. The real problem seems to spring 
from the players' refusing to realize that 
psionics would have more of an effect on 
their characters than a new magic item that 
spent most of its time in a leather case. The 
best ideas for this come from Stephen King 
("Carrie" being the most relevant in a 
typical fantasy world). If psionics are so 
rare and different, wouldn't they invoke 
some kind of awe in people, especially 
uneducated commoners in a medieval or 
pre-medieval setting? It seems more logical 
that the power would be taken as most 
things the majority of people can't under¬ 
stand, that is, as evil. Wouldn't a character 
with these powers have severe problems 
with family and local populace? Not to 
mention the character's own troubled 
thoughts on the subject; would even the 
character understand so fully his/her talent? 

The trouble I see with the AD&D psionic 
system is in generalization. The setting 
down of all psionic possibilities in one set of 
charts and tables may make it easier to 
handle in gaming purposes, but makes 
psionics too similar to each other. This takes 
out the novelty that could be stirred into 
psionic combat if it came down to a com¬ 
parison of power and skillful use of unique 
mental powers, rather than an overbearing 
of a psionic by another with more options 
(with which the psionic is familiar, though 
he/she doesn't have them) and power 
points. Letting characters know their points 
and full powers I see as a mistake; wouldn't 
a real psionic spend a great deal of his/her 
life discovering and developing these 
strange abilities? Wouldn't it be quite likely 
that such a person would go through life 
with some powers never fully developed or 
even discovered? Individualizing psionics 
can be hard work, but can add a new di¬ 
mension to the psionic character and put a 
bit more of the details into the DM's hands. 

Joseph D. Wilkinson II 
Mountain Brook, Ala. 


Although I enjoyed the Psionicist article 
in issue #78, I encountered a problem. If a 
psionicist gains a discipline such as Preser¬ 
vation upon becoming a 20th level Grand 
Master, he can then attain only a first level 
mastery of that discipline. In some disci¬ 
plines, of course, level of mastery makes no 
difference; in cases like this, however, there 
is a very great difference. There should be 
some provision made for advancement in 
certain disciplines after the psionicist be¬ 
comes a Grand Master (20th). 

Andrew R. Briggs 
College Park, Ga. 


In reference to Theresa Reed's letter 
about male orientation published in issue 
#74 of your magazine, I would like to say 
that I find your articles are in general very 
good, but there are occasions when they are 
downright terrible. In the much maligned 
issue #72, for instance, there is an article 
called "A new name? It's elementary!" 

Quite handy to have for naming characters, 
but what if those characters are female? I 
see in this article a word for "prince," but I 
see no sign of a word for "princess." Simi¬ 
larly, there are words for "man," "god," 
and "warrior, man" but the female equiva¬ 
lents are not even mentioned. 

This oversight was bad enough, but the 
article about the new Duelist NPC class in 
the next issue of DRAGON Magazine (#73) 
was even worse. In this article the Fenc- 
ingmaster's school is described as a "male 
gossip shop" and there is no hint whatso¬ 
ever of the female pronoun throughout the 
entire article. It is true that the profession 
on which the Duelist NPC class is based 
was entirely made up of males, but that is 
no reason for it to be limited in the AD&D 
world. After all, fighters, cavaliers, and 
most thieves were male, but Gary Gygax 
has had the good sense not to restrict the 
game in that area, and in so doing has 
attracted many women to the game. (No 
doubt many men find the "him/her," "he/ 
she" approach of Mr. Gygax's writing 
cumbersome, but women resent being 
referred to as "he," just as most men would 
resent being referred to as "she.") 

There are a few other examples I could 
give of this male orientation, but as they are 
relatively minor I won't cloud over the 
major issue by getting picky. I would like to 
emphasize, however, that I do not want 
articles written from the female perspective. 
They are just as bad as articles written from 
the male perspective, as they too alienate a 
large proportion of the readership. What I 
do want is for all articles to be written from, 
an unbiased perspective. 

Elizabeth Perry 
Wellington, New Zealand 

P.S. Sorry this letter came so late after the 
subject of male orientation was raised, but 
issue #74 only arrived in this remote part of 
the prime material plane three weeks ago.10° 
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J^YNTASY^ORDS™ By GRENADIER. 

Real Treasure For Your 
Next Adventure. 



Fantasy Lords™ 25mm characters & monsters were 
made for your favorite fantasy game by the experts 
in role-playing miniatures — Grenadier Models. 

If you appreciate crafts¬ 
manship and imagination, 
you’ll want Grenadier char¬ 
acters in your adventures. 

Our other new line is for use 
with Call of Cthulhu™ 

(kuh«thool Too), Chaosium’s 
award-winning game based 
on H.P. Lovecraft’s gothic 
horror world. We also make 
25mm figures for Fantasy 
Lords™, Secret Agents™ 


Autoduel™ (for the game Car Wars™) 
and Ogre™. Coming this October, 
Grenadier will be making the official 
Traveller® 




and The Dark Crystal™, and scale vehicles for Car Wans 


minia¬ 
tures, in both 1 5mm 
and 25mm sizes. 


Call of Cthulhu is a trade¬ 
mark of Chaosium Inc. 
Fantasy. Lords and Secret 
Agents are trademarks of 
Grenadier Models Inc. The 
Dark Crystal is a trademark 
of Henson Associates Inc. 
Traveller is a reg. trade¬ 
mark of Game Designers’ 
Workshop. Autoduel and 
Ogre are trademarks sjt 
Steve Jackson Games, 
lark of Texas Instruments Incorporated. 


Grenadier Models Inc. p.o. 


Box 



Look for these boxes at the local store where you 
buy your games and role-playing miniatures. If 
they don’t have Grenadier’s products, write to us 
at the address below. 

Send us a postcard 
or letter and tell 
us where you 
saw our ad, 
and we’ll send 
you the most 
recent issue 
of our newsletter — 
with gossip, contests, and infor¬ 
mation about our sculptors, our new projects, and 
some surprises about Grenadier and our hobby. 


305, Springfield, PA 19064 








Get your 1934 "REALMS OF WONDER" 
D&D S Calendar at book, toy and department 
stores everywhere for $7.95. Or, send a 
check or money order for $9.50 (includas 
postage and handling) to: 


terrifyingly 

Beautiful; 

The 1984 Dungeons££)rA3on5 Calendar 

14 Vibrant Originitl Works By Tim Hlldebrandt 

Bathe in the glorious beauty of the Water Nixie and 
the Fairy Folk enroute lo the magical wonders of 
the Wizard's Glade wiih the 1984 DUNGEONS 
& DRAGONS Fantasy Art Calendar 

Renowned fantasy artl&l Tim Hlldebrandt, co- 
creator of illustrations for J R,R. Tolkien as 
well as the STAR WARS and SECRET 
OF NIMH movie posters, leads you 
on an exhilarating year 'round 
adventure with "The Dragon Lord 
of Lamuria." 


Allow four weeks for delivery. No phone 
or credit cgnd orders, please. 


TSR,lnc 

ftoduclE 01 Your Imaginalton 
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Your Ship Just Came In. 



New! Fantasy Tribe Fighters 


Fighter with sword & buckler 
Unarmoured Fighter with 

sword & bow . 

Fighter in 3/4 Plate Armour. 

Barbarian Fighter with 

two-handed sword. 

Fighter in full helm with crest... 
Eastern Fighter with scimitar . . . 

Impoverished Paladin. 

Paladin with mace . 

Paladin with hand axe. 

Paladin with full pack gear. 

Rich Paladin. 

Paladin on Quest. 

Female Fighter with pack & swor 
Brunhilda, Fat Lady Fighter. . . . 
Female Fighter in plate armour . 
Olga Bone-Crusher with mace . . 


Female Barbarian with 

sword & shield.1.10 

Lila the Swift with scimitar.1.10 

Dragon Knight of Chaos in 

plate armour.1.10 

Champion of Chaos with sword. 1.10 

Female Chaos Warrior with 

sword, shield & bow.1.10 

Captain of Chaos with mace. 1.10 

Chaotic Adventurer with 

sword & gauntlet knife.1.10 

Adventurer with breast plate & sword ... 1.10 
Cloaked Adventurer with 

sword or mace. 1.10 

Adventurer in Chainmail. 1.10 

Unarmoured Adventurer in ambush ... 1.10 

Adventurer in leather armour.. 1.10 

Truk The Well-Provided. 1.10 

... For February 15, 1984 Release 


Ral Partha Imports. The New Arrivals in Fantasy. 

5038 Carthage Court • Cincinnati. Ohio 45212 • 'Poll Free 1-800-543-0272 • In Ohio (513) 031-7335 
l or mail orders under $50.00. add SI .5fC(».ostagc ariii handling • Orders mu $30 00 are 
Ffypaid • C.O.I). Orders please add an additional SI.50. 

Figures Shrmru: M/O Ta/at/m a nth swirl; Fl'Ol.i On riding giant Halt It nm/ ITI4 Troll in chainmail virh scimitar,■ FIT 1 ) Giant Half-Troll Champion. 
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MASTER OF THE FIVE MAGICS 

Lyndon Hardy 

Del Rey/Ballantine Books $2.25 
0-345-27635-3 

As the title suggests. Master of the Five 
Magics is, above all else, a novel about 
magic. In his self-assigned quest to win the 
favor and, eventually, the hand of Queen 
Vendora, the hero Alodar must save his 
land from destruction. As a journeyman in 
the art known as Thaumaturgy, Alodar is 
led by the exigencies of his career to pro¬ 
ceed to a study of the art of Alchemy, of 
Magic proper, of Sorcery, and eventually of 
Wizardry as well. During various scenes, 
Alodar — and thus, the reader — is lec¬ 
tured by numerous master magic-users 
about the principles, bases, and details of 
their particular arts. This is not as boring as 
it sounds, because these expository "lumps" 
are small and widely scattered; and the 
reader, identifying with Alodar, is eager to 
understand these various magical arts. 

Hardy has clearly gone to a great deal of 
trouble in the creation of his magic system 
— one far more complex than, and quite 
compatible with, the one used in the 
AD&D™ game system. Hardy is obviously 
drawing on some of the sources which have 
been used since Harold Shea tried his 
Incompleat Enchantments — Frazier's 
Golden Bough would be a good example. 
Therefore, the reader encounters such 
concepts of magic as the Principles of Sym¬ 
pathy (like produces like); Contagion (once 
together, always together); and the Doctrine 
of Signatures (the attributes without mirror 
the powers within). But Hardy adds some 
twists of his own which seem more original. 
He creates the Maxim of Persistence (per¬ 
fection is eternal) and the Law of Ubiquity 
(flame permeates all). 

But what of the work of fantasy in which 
this system is displayed? Here there is less 
to surprise or to challenge the reader. 

The tale of Alodar becoming a student, 
though never a master, of each mystic sci¬ 
ence is quite colorfully and competently 
told. The characters are well-drawn and 
believable, including the few women char¬ 
acters. Although the characters are not two- 
dimensional cutouts, they aren't as 
developed as they could have been; this 
tends to create a series of caricatures, albeit 
well-executed caricatures. Thus, the reader 
is treated to a detailed physical description 
of Alodar's rival-to-be, Basil the apothecary, 
when they first meet. Basil's greed, vicious¬ 
ness, and cowardice are sketched out by the 
dialogue and other interactions; however, 
Basil never really comes across to the reader 
as a real human being, but rather as a 
"type." Even the Lady Aeriel, who comes 
to rival the queen in Alodar's affections, is 


never fully realized as a living, breathing 
person. 

Alodar's quest, his education, the most 
unexpected entanglement in the councils, 
and the battles of the mighty and powerful 
— these elements of plot are enjoyable and 
plausible. The style is undistinguished but 
also unobjectionable, save that Hardy abso¬ 
lutely lacks the Gift of Names. I cannot 
proclaim another "new Tolkien" of the sort 
that copywriters used to announce every 
couple of days, but I can and do welcome 
another very competent worker to a field 
which is always in need of them. 

- Reviewed by Michael ]. Lowrey 



SOUL-SINGER OF TYRNOS 

Ardath Mayhar 

Ace Books $2.25 0-441-77590-X 

As a writer of fantasy, Ardath Mayhar is 
capable of creating some very refreshing 
concepts. However, the problem that 
plagues her tales is that the impact of her 
innovations is weakened by the presence of 
such elements as unchallenging situations, 
unconvincing revelations, and divine inter¬ 
vention. Alas, once again, this is the fate of 
Soul-Singer of Tyrnos. 

In this novel, Mayhar introduces a new 
type of character class: the singer. When 
still a child, a singer is carefully selected to 
be educated as a special type of cleric in the 
local School for Singers. Upon completion 


of said education, a singer is assigned to a 
certain part of the country of Tyrnos in 
order to keep the country a place of justice. 
This is accomplished by singing the souls of 
the citizens — a routine wherein a singer 
uses the Voice to depict the true nature of a 
specific soul. Through this process, those 
with good souls are made purer, while those 
with evil souls either repent of their mis¬ 
guided behavior or die from viewing their 
internal wickedness. I found the singing of 
souls to be an interesting means of dealing 
with the concepts of spiritual growth and 
reconciliation. 

Armed with this talent, the protagonist 
— appropriately named Singer — leaves 
the school on her first assignment. At this 
point, the story promises some interesting 
encounters and, in fact, delivers many. 

Early on. Singer sings the souls of many 
people: a sick man whose pain must be 
eased before a doctor arrives; the evil 
Razul, who commits suicide upon realizing 
just how wicked he has become; and an 
unborn child whose mother is taunted by 
the superstitions of her neighbors. These 
examples of Singer's ability are remarkable 
scenes, giving depth to the protagonist's 
character and credibility to this type of 
exorcism. 

However, by the fourth chapter, Mayhar 
tries to make the story more grandiose in its 
scope, as if the purging of evil within the 
human soul weren't noble enough. Here, 
Mayhar introduces a quest: the protagonist 
must find and eliminate the overwhelming 
evil which threatens to destroy Tyrnos. This 
quest theme has been seen before in other 
Mayhar novels, usually with unsuccessful 
results. 

Joining Singer on her quest are the Win¬ 
ter Beast, an intelligent and mysterious cat¬ 
like creature, and Lisaux of the Black 
Shield, a warrior seeking his abducted wife. 
Well, this unlikely trio discovers that the 
Ethran, an alien race from another dimen¬ 
sion, has, with the aid of the corrupted 
High Singer of Tyrnos, infested the royal 
palace and debilitated the powers of the 
High King. Why the Ethran wish to take 
over the land of Tyrnos is never quite clear. 
(Perhaps that point is moot; alien races are 
always trying to wreak havoc in Mayhar 
novels.) And why the High Singer has 
become corrupt is also never explained; 
then again, perhaps this is also a moot 
point, since without this corruption, there 
would be no quest. 

I could forgive these oversights if the rest 
of the novel proved challenging, both to the 
characters and to the reader. But it does 
not. When faced with difficulty, the trio is 
assisted by the gods: lots of snow to cover 
the trio's progress to the royal city, dreams 
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that predict future events, an ethereal 
sojourn with a god to case out the royal 
palace before the characters invade it, and 
revelations as to where keys for secret pan¬ 
els to gain access in the palace are kept. At 
one point, the reader even discovers that 
one of the trio is the original High Singer 
from eons past. Now, with all this divine 
intervention, how could the characters fail 
in their quest? 

I could even forgive all these devices of 
deus ex machina if the characters somehow 
managed to mature from their experiences. 
But they don't. Lisaux remains the ever- 
dutiful knight, champion of good, and a 
plastic character. The Winter Beast turns 
out to be kin to the gods, so she's not bound 
to change much as a character. Singer her¬ 
self even maintains somewhat adolescent 
attitudes: things are either good or bad, 
black or white; there are few moral dilem¬ 
mas, few gray areas. No growth, no depth, 
no insight into the human condition. 

With such fascinating concepts as singers 
and soul-singing, this novel had potential, 
but that potential never blossomed. Instead, 
the reader is treated to the pretentiousness 
of a quest, the prescribed feat of which is 
nothing more than a set of circumstances 
governed by the gods. Had it been possible, 

I would have sung the soul of this book, 
forcing it to repent for its one unpardonable 
sin: soiling clean sheets of paper with the 
ink that comes from poorly developed 
notions. 

- Reviewed by Patrick Lucien Price 


THE SWORDSWOMAN 

Jessica Amanda Salmonson 
Tor Books $2.75 0-523-48526-3 

Aside from her anthology series Ama¬ 
zons, Jessica Amanda Salmonson is best 
known for her novels about the female ronin 
Tomoe Gozen in a land which is the "real" 
counterpart to the medieval Japan of leg- 
endry — a setting which begs to be flushed 
out for FRP by someone far more knowl¬ 
edgeable than myself. The Swordswoman is 
also a novel of a woman warrior in a hierar¬ 
chic, non-technological culture which makes 
use of magic; nevertheless, it is a very dif¬ 
ferent work indeed. 


Label your letter 

The address of DRAGON® Magazine 
is P.O. Box 110, Lake Geneva WI 
53147, and that's all you need to 
make sure your letter gets here. But 
you can help us serve you more 
quickly by adding a line at the top of 
the address to tell us what depart¬ 
ment should receive your letter or 
pakcage. Call it a "manuscript sub¬ 
mission," "cartoon submission," 
"query letter," or any other short 
phrase that tells us what's inside, and 
it'll get exactly where it's supposed 
to go. 


Erin Tyler, who shall become Erin of 
Thar, is a third-degree black belt in karate, 
a fourth dan in kendo and isido sword 
styles, with at least a working knowledge of 
jujitsu. In the midst of a kendo tournament, 
Erin goes berserk, slaying a harmless young 
opponent with an edgeless bamboo practice 
weapon. In reality, this fight is a reflection 
of a battle in the place called Endsworld — 
of which Earth is but a distorted image, 
being Endsworld's nineteenth Hell — where 
the combat ended differently. The institu¬ 
tionalized Erin is led from Earth into 
Endsworld by an obsessed medic, who is 
also drawn into this strange world, much 
against the intentions of those unseen others 
who seek to manipulate both worlds. 

The culture of Endsworld, the byproduct 
of a revolt by human slaves against a tech¬ 
nological insect civilization, is meticulously 
realized. The lives of the peasant fishermen 
and city beggars with whom Erin lives, and 
whose champion against tyranny she 
becomes, are especially well done. A virtual 
gallery of vivid portraits is clearly and mov¬ 
ingly presented: the centaur Kiron, immor¬ 
tal Teacher of Black Mountain; Dee the 
Rope, the mercenary turned paid agitator; 
and the half-mad healer-messiah Valk the 
Ear, who was once the naturalized Ameri¬ 
can Valkyova Idaska. Above them all rises 
the truest hero of the book, the crippled 
pirate who became an itinerant fishpeddler 
only to then become a pacifist warrior-saint, 
Teebi Dan Wellsmith. 


CAST YOUR OWN 
FANTASY FIGURES 


SPECIAL OFFER 


For only $9.95 (postpaid) you can get 
our $15.95 fantasy starter set. It has 
everything you need to cast your own 
figures. Get in on the fun... 

We now have 13 super fantasy molds 
with 39 great characters. 


659 FANTASY ARMIES 

Vi§>, Ar- 

| 25mm | Q | ORC g „ 


Casting your own figures is as much 
fun as playing the game. 

Send $1.00 for complete brochure 
(refundable). 

THE DUNKEN COMPANY 
P.O. BOX 786D 
CALVERT, TX 77837 

CASTING IS EASY AND FUN 


This is an enjoyable work, the complex 
plot of which I will not presume to summa¬ 
rize. My principal criticisms are two-fold. 

In her wholly praiseworthy effort to cre¬ 
ate a truly original fantasy culture, as 
opposed to the poorly disguised Europe of 
most heroic fantasies, Salmonson sometimes 
becomes a reflector of traditional Japanese 
culture instead: the Zen-like philosophy of 
Kiron the Teacher, white as a funeral color, 
the names of the political units, the thonged 
sandals, the orders of wandering warrior- 
monks, and the arrogant aristocratic war¬ 
rior class. All of these elements, however, 
have been beautifully depicted in the inte¬ 
rior illustrations in the quasi-Japanese style 
of Wendy Adrian Shultz. 

The other problem with the novel is the 
book's cover. Carl Lundgren's more-or-less 
competent painting of a busty brunette 
about to pop out of her mini-gi is in glaring 
contrast to Shultz's works. The meticulous 
drawings by Shultz of a vaguely oriental, 
appropriately garbed young woman add so 
much to the texture of the book. Shultz's 
works are far more faithful to the details 
and feelings of the text than the cover is. 

The ending leaves open the possibility — 
perhaps even the necessity — of a sequel. If 
one appears, I hope to read it with the same 
intrigue and pleasure which Tlte Swords¬ 
woman offers to the fantasy, or martial arts, 
fan willing to try something a bit out of the 
ordinary. 

- Reviewed by Michael J. Lowrey 
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Ik 


The original medieval pbm ◄ 
game of economic develop- ^ 
ment, military conquest, < 
and political intrigue. 5 

Feudal Lords is a computer-moderated ^ 
play-by-mail strategic game of power politics ^ 
set in Arthurian Jcngland. ^ 

Each player is the lord of a medieval ^ 
fiefdom seeking to become King against up ^ 
to 14 other players and over 30 non-player 
lords controlled by the computer. To 
accomplish this task, a player may select 
from over 30 types of military, economic, 
and diplomatic orders each turn. 

— The game is processed entirely by 
computer for fast, accurate, and impartial 
results. 

— A two-page computer printout details 
each turn's economic results and reports all 
major battles fought. 

— Armies may move by land or sea, limited 
only by the extent of their lord's political 
influence. 

— Other features include random events, 
spies, vassals, trading, mercenaries, and 
more. 

— Rated one of the four best pbm games 
as reviewed in issue #72 of DRAGON ® 
magazine! 

Graaf .Simulations 
27530 Harper 
St. Clair Shores, MI 48081 

ENTRY: $10.00 for the rulebook, set-up, and first 3 turns; 
$2.50 per turn. 

RUI.EBOOK only: $2.50 
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The Role of Books 

Get out of the medieval rut 


by Lewis Pulsipher 

Fantasy role-playing derives from 
medieval traditions and history, and from 
novels with medieval backgrounds, so ref¬ 
erees tend to create medieval worlds. For 
those who want to get out of the medieval 
groove, here are some books that describe 
life in the ancient world. 

Daily Life In Ancient Rome: 

The People and the City 
at the Height of the Empire 

by Jerome Carcopino, 
edited by Henry T. Rowell 
Yale University Press, 1940 
(1960 paperback evidently still in 
print) 342 pp. 

In many ways this is the most interesting 
of the "Life in . . ." books I've read 
because it describes the everyday existence 
of a great, perhaps unique, city as well as 
the daily life of the individual. The book has 
been called the historical novelist's standby; 
it certainly provides a wealth of detail about 
Rome under the emperors Trajan and 
Hadrian . 


DIAMOND DICE, Inc. 


Over 300,000 
Sold 


Specializing in inked dice, dice sets, jumbo dice, 
frosted dice, dice pouches, & more . . . 


MASTER DICE SETS 

(6 different dice) 

94 Black Dice/Silver Ink $6.60 

108 Diamond Dice/Blue Ink $7.50 

112 Transparent Blue Dice/Silver Ink $7.50 

115 Transparent Purple Dice/Silver Ink $7.50 

1010 Jumbo Inked 4 Dice/4 Colors $6.00 

8001 Diamond Dice Uninked $4.50 

8016 Frosted Transparent Dice/Inked 

6 Different Colors $7.50 

Available at Better Hobby and 
Game Stores or Order Direct 

Send for your dice set list or 
send $1.00 for catalog 

Please specify number when ordering 


Add $1.00 postage and handling per order 
$2.00 overseas 

III. Residents add 6% Sales Tax 


Diamond Dice, Inc. 

324 So. Fairview 
Park Ridge, IL 60068 

(31 2) 692-7165 or (312) 392-7725 


In every FRP campaign there is a city 
either acting as a base for adventurers or as 
an occasionally visited source of rare sup¬ 
plies and information. In a few campaigns, 
there is little but The City. Reading about 
Rome enabled me to understand how a 
single city could be the source of so many 
adventures and such great interest, and how 
a single city could be so great that it could 
dominate — and ultimately leech to 
destruction — the known world. 

In this book we learn how Rome differed 
from a great modem city, and perhaps from 
our conception of a great ancient city. 
Despite a population of more than a million 
(one quarter of them slaves), traditional 
infanticide was gradually dying out in impe¬ 
rial Rome. The 89 kilometers of streets 
were ordinarily little more than narrow 
warrens, just wide enough that balconies 
above did not meet. Vehicular traffic was 
allowed only between sunset and sunrise; 
this was necessary to avoid completely 
choking the streets, but made Rome a city 
of insomniacs. Even without carts, the 
streets were so choked with shops overflow¬ 
ing from streetside stalls that traffic could 
scarcely move. 

Perhaps 75% of the inhabitants were on 
the dole, and virtually all of them lived in 
huge apartment complexes, up to six stories 
high, without water or refuse service except 
(in some cases) on the ground floor. Despite 
laws decreeing height limits, the sounds of 
the collapse of these fragile buildings rever¬ 
berated through the city almost every day. 
Nor were the worst conditions confined to 
well-defined ghettos, as in a modern city; 
the rich and the poor rubbed elbows indis¬ 
criminately in the unplanned, helter-skelter 
network of streets — a mansion might be on 
one block, a squalid apartment house on the 
next. The streets at night were as dangerous 
as big-city streets are today, perhaps even 
more dangerous, with no street lights, not 
even street names or numbers, and no 
maps; moonlight rarely got through to the 
narrow pavements. 

In fact, conditions in Rome contrast quite 
sharply with conditions in smaller towns 
and colonies, such as the one described in 
David Macaulay's City. Rome was the great 
exception to the rule, but despite the dis¬ 
comfort, Rome drew the masses from Italy 
and beyond to its innumerable games, 
festivals, and free grain. Carcopino some¬ 
how manages to make it all come alive and 
seem understandable. 

The first half of the book concentrates on 
the city; the second half discusses every 
aspect of individual life, down to hairstyles 
and toilets. For example, the absolute con¬ 


formity of Romans in the matter of facial 
hair is surprising. When Julius Caesar 
instituted a clean-shaven style, everyone 
followed suit, despite the pain and frustra¬ 
tion of shaving with only water and a 
straight iron razor, until the emperor Hadr¬ 
ian went back to the beard and everyone 
followed. 

Perhaps the most striking aspect of an 
individual's life in Rome was the client- 
dominus relationship. Everyone, except the 
emperor himself, was a client of someone 
higher on the social ladder. The client paid 
his respects to his dominus before going to 
work (or play) every morning, and received 
a small gift of some kind in return. Unfor¬ 
tunately, the author doesn't explain how 
this extraordinary system came to be; at 
any rate, many clients were not legally 
obligated to their lords in any way. 

I have written at some length about this 
book, both because imperial Rome is so 
fascinating, and to give a few examples 
which may stimulate a gaming referee's 
thinking and interest. Sometimes the book 
is too detailed, and it seems not completely 
accurate — e.g., chess was unknown in the 
ancient world, though the author says it was 
common — but if you have an interest in 
great cities or in the Roman empire, as well 
as in fantasy role-playing, the effort to read 
this book will be repaid tenfold. 

Everyday Life in Roman 
and Anglo-Saxon Times 
including Viking and Norman Times 
By Marjorie and C. H. B. Quennell 
G. P. Putnam, 1959 236 pp. 

Aimed at juvenile British readers, this 
book says as much about British history as 
about everyday life in Roman and later 
Britain. There is, of course, quite a range of 
difference between the Romans who occu¬ 
pied Britain in the first century, and the 
Vikings and Normans of the eleventh, so 
that the book covers a great variety. There 
are many drawings of buildings (the Roman 
villa is notable) and objects to supplement 
the text. 

Topics such as locks, tools, and literacy 
are discussed, one topic more or less follow¬ 
ing another without much connection. One 
of the sections most directly applicable to 
fantasy role-playing is the description and 
drawings of Roman legionnaires' equip¬ 
ment, and of the Roman equivalent of 
medals for bravery: crowns-of bay, oak, a 
ship's prow, a city wall, or a crown of gold 
for such actions as saving a comrade's life, 
being first to board an enemy ship or scale a 
wall, and so on. 

The old-fashioned, somewhat patronizing 
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style and the bit-by-bit presentation of the 
book disappointed me, but there's a lot of 
information about ways of life quite differ¬ 
ent from the romanticized high chivalry 
most of us equate with the Middle Ages. 

Life in Classical Athens 
by T B. L. Webster 
Batsford (London), 1969 192pp. 

The first three chapters of this book, 
"Background," "Life at Home," and "The 
City," offer many adaptable details, and 
these three plus "Religion and Festivals" 
could provide the foundation for a Greek- 
like democratic city-state as a home base for 
adventurers. The average Athenian citizen 
was extraordinarily active in governing his 
city, however, and either the adventurers 
would have to be citizens with many obliga¬ 
tions, or they would very much be outsiders 
unable to take part in much of the life of 
their temporary home. Many of the 2,000 
Athenian officials were chosen at random 
each year, and in most cases could never 
hold the same office more than once. 
Attendance at the Assembly was more or 
less mandatory (if you were nearby during 
the meeting), but on the other hand 
assemblymen were paid for each appear¬ 
ance. Juries might include as many as 501 
or 1,001 persons, each paid about one-third 
the wages of a skilled workman. 

The second half of the book, "Athenian 
Attitudes to Myth" and "Art and Litera¬ 
ture," is too detailed, too much concerned 


with psychology, styles, and interpretations, 
to hold the interest of most readers, and in 
any case is of little use to the person inter¬ 
ested in fantasy role-playing. 

Everyday Life in Ancient Egypt 
by Jon Manchip Wlnte 
Capricorn Books, 1963 

Typical fantasy campaign worlds tend to 
resemble France, southern England, or a 
medieval version of midwestern America: a 
vast land blessed with good agriculture, 
decent weather much of the year, and no 
dominating feature or oddity of climate. 

I've not heard of a fantasy world in which a 
monsoon, bringing rains vital to farming, 
dominated the climate, or in which a single 
feature like the river Nile, its waters replen¬ 
ished by annual floods, dominates life. 

I've often had a hard time believing in 
the worlds of many fantasy novels, which 
hardly seem to change in any vital way 
despite the passing of hundreds if not thou¬ 
sands of years. Tolkien's Middle-earth in 
Lord of the Rings had some of this feeling 
of hoary tradition about everything and 
everyone. In ancient Egypt we have the 
closest historical analogue to this unchang¬ 
ing world and venerated tradition. In 
Egypt's case, this resulted from the eternal 
fertility of a relatively narrow band of land 
along the Nile, from the buffer zone of 
hostile environments around the land, and 
from the contented life the people led. The 
author asserts that the Egyptians, far from 


being gloomy, were "frank and open" peo¬ 
ple who enjoyed life, unlike the contempo¬ 
rary Mesopotamians, who lived in a 
"chronic state of mental dread" of gods, 
spirits, and of more mundane invaders from 
within their culture and without. 

Following the description of the land. 
White devotes much of his book to the 
buildings and monuments of Egypt, though 
there are few diagrams or photos. The 
discussion of major occupations such as 
scribe (a highly respected profession in a 
"lawful" but largely illiterate society) and 
priest give the reader a view of a non- 
medieval lifestyle. 

In Egypt, unlike ancient Rome or 
Greece, economic life was not based on 
slavery, which was rare. There are bits of 
colorful information to give referees food for 
thought, from the description of bureauc¬ 
racy to little differences in everyday things 
— there were no domestic chickens, for 
example, and very little furniture because 
wood and stone were so scarce — to a dis¬ 
cussion of the temples. (Two great temples 
in the capital controlled, at one time, 

90,000 paid workmen, 500,000 cattle, 400 
orchards, 80 ships, and 50 workshops, and 
drew tithes and taxes from 65 townships in 
Egypt and Palestine.) 

If you're casting about for an unusual 
setting for a campaign, or part of one, 

Egypt with magic mixed in is worth consid¬ 
ering. This book, short and written in a 
popular style, is enough to get started. 10“ 



A game of planning and maneuvering, 
bluff and counter-bluff, Pentantastar is 
engrossing entertainment for two or four 
players. 

The game is brought to life in the Story of 
the Pentantastar, a story included in the 


Pentantanstar comes boxed and includes a large, 
full color map, rule book, story book, cards, 
counters and charms. $19.95 at your local Hobby 
Shop, or write: 


1278 Selby Ave, Dept. D 
St. Paul, Minnesota 55104 



SUPERWORLD^ 


The Super Powered RotePlaying Game 


Defend Justice 
and Smash Evil 
WhhYbur 
Superworld 
Heroes 


ctlfl93BKmc jjjp 


Product Number 2011-X 
$20.00 + $2 for postage 
and handling to Chaosium 
Inc., Box 6302-D, Albany 
CA 94706-0302. CA res. 
add 6 or 6‘/2% sales tax. 
U.S. funds only. Allow 2-4 
weeks for delivery. Free 
catalog available. 
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Gaming without heroes 

Horror role-playing gets its vigor from victims 

Reviews by Ken Rolston 


SHADOWS OF YOG-SOTHOTH 
(supplement for Call of Cthulhu game) 
Designers: Sandy Petersen, et al. 

Publisher: Chaosium, Inc. 

Price: $10.00 

RAVENLOFT 

(adventure for the AD&D™ game) 
Designers: Tracy and Laura Hickman 
Publisher: TSR, Inc. 

Price: $6.00 

BROTHERHOOD OF THE BOLT 
(Generic FRP supplement) 

Designers: Wm. John Wheeler and Peter 
L. Price 

Publisher: The Companions, Inc. 

Price: $8.50 

In the beginning, role-playing games took 
their inspiration from the sword-and- 
sorcery fantasy genre, complete with its vile 
ores, mighty thews, and Arthurian knights. 
Now, in search of novel ideas and effects, 
role-playing games and supplements are 
exploring other genres in search of narra¬ 
tives. Several recent releases exploit the 
popular horror genre, which superficially 
resembles the fantasy genre in many of its 
elements — monsters, supernatural malevo¬ 
lent powers, magic and mystery, restless 
dead, and so on. However, horror has many 
features which run against the grain of 
typical fantasy role-playing adventures. 

Horror is a genre of victims, not heroes. 
Doom confronts the terrified protagonists. 
They hope to survive, but never doubt the 
threat of death. The enemy is often subtle 
or unseen, ambushing when the victim is 
least prepared, isolated from friends or 
defenders. The enemy is unspeakably pow¬ 
erful — supernatural, unkillable, deadly, 
and mercilessly malignant — while the 
helpless victim, typically not a skilled 
adventurer, is unarmed and unarmored. 

The action in horror role-playing centers 
around avoiding confrontations with the 
enemy; to stand and fight is less a heroic 
action than a gesture of despair. Horror 
role-playing makes greater demands on 
player toleration of frustration and helpless¬ 
ness. The victim cannot release tension in 
periodic combats, since the shroud of mys¬ 
tery veils the enemy; even if it is identified, 
the evil is dismayingly invulnerable. Fan¬ 
tasy gaming heroes are confident of the 
eventual triumph of justice; horror victims 
anguish in terror and despair. The core of 
horror lies in the sense of menace in the 
setting and atmosphere, and action may 
even be destructive, releasing the tension 
and dread that horror seeks to build. 



SHADOWS OF YOG-SOTHOTH is a 
72-page collection of adventures for 
Chaosium's horror role-playing game Call 
of Cthulhu, based on the works of H. P. 
Lovecraft, the master of American horror 
literature. The book contains a sequence of 
seven linked scenarios — "A Global Cam¬ 
paign to Save Mankind," as they are 
described on the cover and title page — and 
two unrelated "bonus" scenarios. 

Yog-Sothoth exemplifies the classic fea¬ 
tures of role-playing horror. The player 
characters are confronted with a worldwide 
conspiracy to awaken Cthulhu, an ancient 
and powerful god of inconceivable evil, as 
his legendary isle R'lyeh rises from the 
depths of the Pacific. The enemy has the 
support of vast magical powers and ghastly 
allies from beyond time and space, while 
the PCs often are not even permitted fire¬ 
arms by local authorities, who regard them 
with distrust and disbelief. The introduction 
warns that players should be prepared to 
lose characters; the campaign is very deadly, 
since the enemy uses ambush and surprise 
to full advantage. Gamemaster fiendish¬ 
ness? Yes, and such is necessary for the 
horror genre. 

In design, each of the seven linked sce¬ 
narios is a mystery, complete with clues, 
NPCs, and settings. However, for smooth 
presentation, considerable study and prepa¬ 
ration by the GM will be necessary. The 
scenarios lack strict linear narratives. 

Though this avoids arbitrary limits on 
player freedom, it forces the GM to struc¬ 
ture the adventures in response to the 
actions of the players — a difficult job even 
for experienced gamemasters. The-tactics of 
the antagonists are not adequately detailed, 
and will need to be improvised or planned 
ahead. 


Unfortunately, the first scenario, "The 
Hermetic Order of the Silver Twilight," is 
the weakest of the adventures. The elements 
of an interesting adventure are provided, 
but PC motivations and objectives are 
vague, and the scenario's episodes are 
inadequately anticipated or described by the 
designer. "Look to the Future," the second 
scenario, is well-motivated and structured, 
though it threatens the destruction of entire 
parties through the agencies of an incurable 
disease, an indestructible blast door, and a 
shoggoth. Such death-traps could easily 
bring an untimely end to the campaign. 

Scenario three, "The Coven of Cannich," 
is excellent, with a difficult mystery, well- 
conceived allies, informants, and enemies, 
and a rich atmosphere of legend, folklore, 
and history. The necessary clues are hidden 
among loose ends and misdirections; the 
background information is well-organized 
for player use and GM reference. The GM 
will have to establish a time line and flesh 
out the tactics and motivations of the NPCs, 
but this is otherwise a model of scenario 
design. 

"Devil's Canyon," the fourth scenario, is 
an effectively simple, easily run scenario 
with narrow focus, compelling settings, and 
plausible horrors. Scenario five, "The 
Worm That Walks," is a series of death¬ 
traps organized by the opposition. This 
scenario features action (and PC death) 
rather than mystery-solving, and is an 
effective change of pace from earlier adven¬ 
tures in the series. 

"The Watchers of Easter Island," sce¬ 
nario six, is another superior scenario, with 
well-developed NPCs, an exotic South Seas 
atmosphere, and suitably loathsome ene¬ 
mies with appalling ambitions. The final 
scenario in the series, "The Rise of 
R'lyeh," is an epic confrontation between a 
handful of investigators and an army of 
insane wizards dedicated to calling Cthulhu 
forth from his tomb. If the PCs are fortu¬ 
nate, they may get an opportunity for a 
footrace with Cthulhu. If they are not fortu¬ 
nate, the world is doomed. It's hard to find 
an analogy to the scale of this one-sided 
challenge; perhaps a group of ants threaten¬ 
ing a locomotive .... 

The first bonus scenario, "People of the 
Monolith," is all atmosphere and no danger, 
appropriate as a brief introduction to the 
game or as a quickie for a small party. "The 
Warren," the other stand-alone scenario, is 
a very effective, dungeon-style adventure 
with an imaginative central concept and a 
suitably macabre setting — an ideal adven¬ 
ture for introducing FRP gamers to the Call 
of Cthulhu system. 
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Yog-Sothoth requires much labor and 
study on the part of the GM; it is not usable 
after a single reading. The GM will have to 
provide most of the narrative structure for 
the campaign, since the players have much 
freedom to choose their own approach to 
solving problems. The writing and editing 
are generally superior. Player materials are 
provided in ample quantity and the text is 
adequately organized for GM reference. 

The adventures are unusual and the atmo¬ 
sphere exotic and terrifying. Yog-Sothoth is 
a' classic example of role-playing horror, 
with awesome monsters, desperate victims, 
and an atmosphere of mystery and menace. 
Since it provides enough material for a 
campaign of several months' duration, it is 
an excellent value for the $10 purchase 
price. 


Advanced 
Dungeonsf^pragoris 



RAVENLOFT is a 32-page module from 
TSR for the AD&D game system. It repre¬ 
sents a remarkable experiment in design 
and style, diverging markedly from the rest 
of TSR's role-playing supplements. The 
brief but ominous passage at the top of page 
2 sets the mood unmistakably: 

“I am the ancient. My beginnings 
are lost in the darkness of the past. I 
am not dead. Nor am I alive. I am 
undead, forever.” 

— Count Strahd von Zarovich 
These are the words of the antagonist — 
one Count Strahd, a vampire. His castle, 
Ravenloft, is perched atop a thousand-foot 
cliff overlooking Barovia, the village that 
suffers under his ancient curse. The burgo¬ 
master's pretty daughter is the object of 
Strahd's mysterious obsession. The gypsies 
keep their own council in the shadow of 
Castle Ravenloft. Late at night the somber 
strains of a pipe organ are driven by the 
wind out across the valley, and the howls of 
wolves disturb the sleep of the villagers. 

Embodied in those few sentences are all 
the major elements of gothic horror. The 
vampire has always been one of the most 
fearsome opponents in an AD&D adven¬ 
ture, but seldom has he been presented in 
the gothic horror setting where he belongs. 
Though there may be more powerful oppo¬ 
nents, none are more fearsome than one 
who can rob you of levels of experience. 


charm person at will, regenerate damage, 
assume gaseous or bat form, and command 
the armies of the dead. 

An ingenious mechanic of the design, 
disguised as gypsy card-reading, determines 
the location of certain items and NPCs in 
Castle Ravenloft, the nature of the luck 
(good or bad) to be encountered in those 
locations, and Strahd's basic objectives and 
motivations. Whenever the players seek 
their fortune from the gypsies during the 
adventure, the reading they receive reas¬ 
signs the basic elements of the plot. 

The map illustrations are a special treat. 
Each level of Castle Ravenloft is rendered 
in isometric perspective (as viewed from 
above and at an angle). The effect is three- 
dimensional and particularly useful because 
of the plethora of staircases and passages 
accessing the catacombs and towers of 
Ravenloft. The illustration and graphic 
design are also notably improved over 
earlier modules. 

The player text throughout the module, 
written in the style of gothic horror, consis¬ 
tently develops an atmosphere of darkness 
and decay. In previous TSR™ modules the 
style of these sections has been dry and 
journalistic; here the moodily detailed set¬ 
ting helps establish the atmosphere. 

However, for all its virtues, Ravenloft 
does not work as effectively as Shadows of 
Yog-Sothoth in developing and conveying 
an atmosphere of horror and terror. The 
conventional trappings of AD&D fantasy 
adventures are often at odds with the horror 
effects. For example, the monsters used are 
all straight from the official monster man¬ 
uals, precluding surprise or uncertainty 
about the nature of the menacing opposi¬ 
tion. Castle Ravenloft harbors some inap¬ 
propriate monsters — dragons, golems, and 
gargoyles — as well as more fitting crea¬ 
tures like wolves, rats, and wraiths. The 
numerous encounters, puzzles, and traps of 
dungeon adventuring disrupt rather than 
develop the central focus on Strahd the 
vampire and his traditional minions, the 
bats, wolves, hunchback servitors, and 
subordinate vampires. The periodic combat 
episodes dissipate the atmosphere of tension 
and uncertainty necessary for proper devel¬ 
opment of "victim terror." There are also 
flippant elements inconsistent with the tone 
of a horror adventure, though perfectly 
acceptable in dungeon adventures. (For 
example, one crypt bears the inscription, 
"Sir Sedrik Spinwitovish (Admiral Spinwi- 
tovich). Confused though he was, he built 
the greatest naval force ever assembled in a 
land locked country.") This is not to say that 
the module is a poor adventure; in fact, in 
AD&D terms it is a masterpiece. What it is 
not is gothic horror, though it borrows 
elements from that genre to add texture and 
novelty to the dungeon-style adventure. 

This looks like a tough module. Though I 
haven't playtested it, I suspect that clerics 
and paladins will be in great demand. 

Strahd is supposed to be an evil genius, 
giving fiendish Dungeon Masters a marvel¬ 
ous opportunity to indulge themselves. 


Strahd by himself will challenge a tough, 
experienced party, even without the numer¬ 
ous traps and denizens of the castle. Will 
the party destroy him? Not without luck or 
brilliance, I suspect. 

TSR's module designs are well-organized 
and require a minimum of DM preparation. 
(Many other supplements actually require as 
much work as if the gamemaster had done 
the design himself.) Ravenloft’s layout and 
adventure structure can be run after a single 
read-through, and requires little labor or 
improvisation along the way. Though the 
horror may be somewhat compromised by 
the fantasy conventions, the setting and at¬ 
mosphere, the layout and component quali¬ 
ty, and the peril and challenge all contribute 
to the module's superior effect. This is the 
acme of the FRP genre, and an excellent 
value for anyone looking for a well-designed 
AD&D adventure. 



BROTHERHOOD OF THE BOLT is a 
more traditional FRP adventure with trace 
horror elements, distinguished by unusually 
detailed settings and perceptive layout 
design which teaches and supports a sophis¬ 
ticated GM presentation style. The major 
scenarios include a tomb expedition and a 
covert castle assault — familiar staples of 
FRP narratives. However, the novelty and 
virtue of the supplement lies not in the 
dramatic situations, but in their organiza¬ 
tion and presentation. 

The encounter, NPC, and setting descrip¬ 
tions are more detailed than those usually 
found in FRP adventures. The surround¬ 
ings are vividly visualized. Because the 
package is not system-specific, the magical 
effects are daunting and unpredictable (a 
fantasy element often lacking in scenarios 
constrained by conventional spell lists and 
standard magical items). NPC encounters 
varied in tone and significance, include 
allies, neutrals, and enemies — some help¬ 
ful, some treacherous, some comic, some 
malicious — entertainingly individualized 
in motives, abilities, and personality. The 
magical treasures are imaginative and dis¬ 
tinctive — not simple adjustments to power¬ 
gaming mechanics, but subtle wonders 
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employed as devices to be supportive of the 
fantasy atmosphere. 

The layout and organization displays a 
command of advanced technique and 
enlightened awareness of GM needs. Player 
maps of the castle interiors, scaled for 
25mm figures, are provided, along with 
player and GM maps of various other 
scales, and a full-color, topographic, hex- 
grid map of the region. The layout is modu¬ 
lar and page-oriented, with each page a 
separate and complete unit for reference, 
intended to be cut apart, punched, and 
loose-leafed, making the package flexible in 
use and easy in reference. Encounter loca¬ 
tions are described in a six-section format: 
Entrance/Approach (a survey from a dis¬ 
tance); Rapid Glance (a two-second initial 
impression); Detailed Look (visual survey 
for one or two minutes); Brief Search (a 
physical investigation of varying duration); 
Thorough Examination (full-scale, CIA- 
style search); the Hints for Play (GM tips 
for handling tricky mechanics and situa¬ 
tions). This encourages intensive, methodi¬ 
cal player-character reactions to the detailed 
settings, which perhaps slows the play but 
also increases player involvement with the 
setting. 

A suggested sequence of encounters is 
offered to provide a narrative structure for 
the package, and valuable advice is given 
for organizing the plot with time lines and 
specified NPC activity rosters. This is what 
is missing in Yog-Sothoth, and it makes 



manageable the GM's task of preparing the 
supplement for use in his campaign. Unfor¬ 
tunately, there is the major problem of 
adapting the package to an established rules 
system. Despite good intentions and efforts, 
the designers can offer little help in translat¬ 
ing game mechanics for NPCs, particularly 
as it affects spell use and magical items. The 
GM must spend substantial time and effort 
in preparing Brotherhood of the Bolt for 
play. Nonetheless, given the quality of the 
presentation and fantasy atmosphere, and 
the relatively small cast of NPCs who must 
be adapted, the GM's investment will be 
well repaid. 

The production values of Brotherhood of 
the Bolt are nowhere as professional as 
those of major FRP game publishers. The 
illustrations and cover art are unremarka¬ 
ble, and a more concise style would improve 
the readability. The package will require 
considerable adaptation, and the plot ele¬ 
ments are solid but unexceptional. Within 
these limitations. Brotherhood is a worth¬ 
while foundation for a series of interesting 
FRP adventures. The distinguishing virtues 
of the package are in the detail and atmo¬ 
sphere of the setting and the GM-supportive 
game design of the materials. 


CAPSULE REVIEWS 
Lost Worlds booklets 

Nova Game Designs, $8 each 
These booklets enable players to conduct 
fantasy melee combat, using the Ace of 



Order from: 

CASTLE CREATIONS 

1322 Cranwood Square South 
Columbus, Ohio 43229 


Aces game system, while playing as a 
human, a skeleton, a dwarf, or a giant 
goblin. (Other booklets in the series are 
forthcoming and may be released by the 
time you read this.) Over-priced, but the 
mechanics provide exciting combat gaming 
that lets you block, parry, dodge, slash, and 
thrust, all the time viewing drawings of 
your opponent that reflect the results of 
your maneuvering and bashing. The closest 
thing to suiting up in armor and entering 
the grand melee. A classic example of hack 
'n' slash gaming without the distractions of 
role-playing. Gauche, but thoroughly enter¬ 
taining. 

Superworld comic-book hero RPG 
Chaosium, $20 

Another entry in the superhero market, 
competing with Hero Games' Champions 
and FGU's Villains and Vigilantes. High 
quality production. Contains campaign 
background to provide dramatic foundation 
for adventures and establish superheroes in 
the context of normal society. Mechanics 
are very different from the other established 
systems; character design is just as laborious 
and combat is just as detailed and complex. 
Superhero games contain the mechanics to 
handle the magical effects from fantasy 
games, the ordnance of modem weaponry, 
and the high-tech marvels of science fiction. 
Currently a very popular and flexible role- 
playing genre. 

The Asylum and Other Tales supplement 
Chaosium, $10 

Designed for the Call of Cthulhu game, 
noteworthy features of this product include 
excellent production, layout and design; a 
marvelous cover; and adventures of uneven 
quality. The good outweighs the bad, and 
this is worth the money. The Call of 
Cthulhu system is uniquely dependent on 
supplements, since it is derived from Love- 
craft's writings; there are dozens of sources 
for science fiction, fantasy, comic, and spy 
adventures, but only one fairly coherent 
source for Cthulhu. The settings of the 
historic '20s also require research to avoid 
anachronisms and false chords. Finally, 
most Cthulhu adventures center around 
mysteries, the most difficult type of role- 
playing narrative to design. 


Guidelines 

If you're interested in contributing an 
article to DRAGON® Magazine, the 
first thing you need is a copy of our 
guidelines for writers. Send a self- 
addressed, stamped envelope to 
"Writer's guidelines," c/o DRAGON 
Magazine, P.O. Box 110, Lake 
Geneva WI 53147; and we'll send 
you back a sheet with all the basic 
information you need to make sure 
your manuscript has the best possi¬ 
ble chance of being accepted. 
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ARKANSAS 


NEW MEXICO 

House of Hobbies 

King’s Crown 

Archaic Hobbies 

3408 South University 

6860 West 105th Street 

1700 C S Solano 

Little Rock, AR 72204 

Metcalf Shopping Center 

Las Cruces, NM 88001 

(501) 562-8230 

Overland Park, KS 66212 

(505) 522-2335 

CALIFORNIA 

(913) 341-6619 

NEW YORK 

Our Store 

MICHIGAN 

3-B’s Hobbies 

5011 York Blvd. 

Red Dragon 

421 Central Park Avenue 

Los Angeles, CA 90042 

230 N. State 

White Plains, NY 10606 

(213) 256-3577 

Davison, MI 

(914) 946-4431 

J & M Hobbies 

(313) 653-1415 

Campaign Hq. 

1655 N. Mountain 

MISSOURI 

296 Driving Park Ave. 

Upland, CA 91786 

Dragon’s Lair 

5 South Old Orchard 

Rochester, NY 14613 

(714) 985-9212 

(716) 254-5897 

FLORIDA 

St. Louis, MO 63119 

Hobby Hut 

Enterprise 1701 

(314) 968-3360 

2835 Nostrand Ave. 

1206 E. Colonial Dr. 

Parallel Worlds 

Brooklyn, NY 11229 

Orlando, FL 32803 

12th & Virginia 

(212) 338-2554 

(305) 896-1701 

Joplin Flea Market 

Quest’s End 

Gandee Toys 

Joplin, MO 64801 

220 The Commons 

985 E. Memorial Blvd. 

Yankee Doodle Game 

Ithaca, NY 14850 

Lakeland, FL 33801 

& Hobby 

(607) 272-5186 

(813) 683-3480 

6831 Longview Road 

NORTH CAROLINA 

ILLINOIS 

Kansas City, MO 64134 

Dragon’s Nest 

Beyer’s Hobby Shop 

(816) 761-1113 

101 Eastway Drive 

236 Main Street 

NEVADA 

North Park Mall 

Woodstock, IL 60098 
(815) 338-1640 

Page After Page Comics 

1235 E. Charleston Blvd. 

Charlotte, NC 28213 
(704) 596-9465 

Friend’s Hobby Shop 

Las Vegas, NV 89104 

Newsstand International 

1413 Washington St. 

(702) 384-1690 

Providence Sq. Shpg. Ctr. 

Waukegan, IL 60085 

NEW JERSEY 

Charlotte, NC 28211 

(312) 336-0790 

(704) 365-0910 

Games Plus 

Game Master Ltd. 

Village Mall (Lower Level) 

NORTH DAKOTA 

20 West Busse Avenue 

Bergen Mall Shpg. Ctr. 

Wizard’s Video 

Mt. Prospect, IL 60056 

Paramus, NJ 07652 

South Forks Plaza 

(312) 577-9656 

(201) 843-3308 

Grand Forks, ND 58201 

KANSAS 

Hobby Shop of Matawan 

(701) 746-1284 

Comics & Fantasys 

Rt. 34 


1402 West 17th Street 

Strathmore Shpg. Ctr. 


Topeka, KS 66604 

Matawan, NJ 07747 


(913) 232-3429 

(201) 583-0505 



OHIO 

Drowsy Dragon 

34 Maplewood Avenue 
Columbus, OH 43213 
(614) 231-8534 
Book World 
63 E. Dayton- 
Yellow Springs Rd. 
Fairborn, OH 45324 
(513) 879-1873 
Hall’s Hobbies 
3150 South Hamilton 
Columbus, OH 43227 
(614) 864-6464 
Mind Games 

3001 North Reynolds Road 
Toledo, OH 43615 
(419) 531-5540 

OREGON 
Military Corner 
2725 N. E. Broadway 
Portland, OR 97232 
(503) 287-6088 

SOUTH CAROLINA 
Green Dragon 
Charles Town Square Mall 
N. Charleston, SC 29405 
(803) 744-8783 


TENNESSEE 
Lou’s Hobby & 

Craft Shop 

1352 Fort Campbell Blvd. 
Clarksville, TN 37040 
(615) 648-1472 

TEXAS 

Book Stan 

542 9th Avenue 
Port Arthur, TX 77642 
(409) 983-5007 

VIRGINIA 

Wargamer’s Hobby Shop 

200 Leesburg Pike (Rte. 7) 
Sterling Park, VA 22170 
(703) 450-6738 

WASHINGTON 
Merlyn’s 
West 621 Mallon 
Spokane, WA 99201 
(509) 325-9114 


Hobby Game Distributors, Inc. 

3215 W. Lawrence Ave. 
Chicago, IL 60625 
(312) 588-6071 (In Illinois) 

(800) 621-6419 (Outside Illinois) 
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The Broadest Lines of Gaming 
Accessories in the Business ! 

MANUFACTURERS AND IMPORTERS OF DICE, 
DICE INKERS, DICE MARKERS, DICE POUCHES, 
PAINT, BRUSHES & GAMING ACCESSORIES 


13 l?QBS DICE POUCH WITH THE 

PURCHASE OF ANY6 ARMORY POLY DICE 

BUY 12 DICE ,GET A GIANT POUCH, HOLDS 144 DICE 


THE POUCH 
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is not listed and 
'ite The Armory, 


ARMORY DICE & FREE POUCHES 
Available From The Following Fine Hobby & Game Stores. 
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SF/gaming 

DRAGONCON, Jan. 6-8 

A gaming event to be staged in Portland, 
Maine. For details on registration and other 
information, contact The Dragon's Keep, 93 
Ocean St., South Portland ME 04106, 
phone (207)767-5086. 

CRUSADER CON III, Jan. 13-15 

To be held at the Metropolitan State Col¬ 
lege Campus in Denver, Colo. Registration 
fee is $8 until Jan. 1, $10 thereafter. For 
more information, write to The Auraria 
Gamers Club, Metropolitan State College, 
1006 11th Street, Box #39 Denver CO 
80204. 

PIRATE CON, Jan. 28-30 

At the Ramada Inn in Amarillo, Tex. For 
details, write to Pirate Con, c/o Starbase 
Amarillo, P.O. Box 30961, Amarillo TX 
79120. 

EMCON '84, Feb. 4 

To be held at the University of Oregon 
Ballroom in Eugene, Orgeon, this conven¬ 
tion will feature fantasy role playing, board- 
games, and miniature competition. In addi¬ 
tion, Emcon will offer seminars on gaming 
and a science-fiction/fantasy art show and 
sale. For more information, please send a 
S.A.S.E. to: Emcon '84, 2180 Ohio, Eugene 
OR 97402. 

EXPLORERCON MAINE, Feb. 11 

Sponsored by Explorer Post 315 and the 
University of Maine's D&D® Club, this 
event will take place at Orono High School 
in Orono, Maine. A variety of games for dif¬ 
ferent skill levels and age groups will be 
available. Contact: Dan Belyea, Chairman, 
Explorercon Maine, 474 Stillwater Ave., 

Old Town ME 04468, or telephone 
(207)827-2215. 

WISCON 8, Feb. 24-26 

Noted writers Jessica Amanda Salmonson 
and Elizabeth A. Lynn are guests of honor 
for this SF/gaming event at the Concourse 
Hotel in Madison, Wis. Memberships are 
$11 until Feb. 1, or $16 at the door. 

Children under 12 are admitted free if ac¬ 
companied by an adult member. Contact: 
WisCon 8, P.O. Box 1624, Madison WI 
53701, phone (608)251-6226 (days) or 
(608)233-0326 (evenings). 

WINTER FANTASY, March 3-4 

This convention will be held at the 
Americana Resort in Lake Geneva. It will 
include seminars, demonstrations and an 
auction. Contact: GEN CON® Office, P.O. 
Box 756, Lake Geneva WI 53147. 

GOLD-CON II, March 3-4 

At the Omni Auditorium, Broward 
Community College-North, Pompano 
Beach, Fla. Gaming events, films, and Civil 


convention 


War re-enactments are among the scheduled 
attractions. Advance registration is $4; 
admission at the door is $5. For additional 
information, write to John Dunn, Library, 
B.C.C.-North, 1000 Coconut Creek Blvd., 
Pompano Beach FL 33066, or telephone 
(305)428-8832. 

COASTCON '84, March 9-11 

This seventh annual SF/fantasy gaming 
convention will again be held at the Royal 
d'Iberville Hotel in Biloxi, Miss. The 
organizers anticipate attendance of more 
than 1,000 persons. Authors Robert Adams 
(guest of honor) and Andrew Offutt 
(toastmaster) will be among the celebrity 
guests. Continuous film and video shows, a 
24-hour game room, an art show, and a 
"meet the guests" party are some of the 
scheduled offerings. Memberships are $10 
through Dec. 31, $12.50 after that until 
March 8, and $15 at the door. For informa¬ 
tion, write to CoastCon, Inc., P.O. Box 
1423, Biloxi MS 39533. 

GEN CON® SOUTH VIII 

GAME CONVENTION, March 16-18 

All aspects of contemporary hobby 
gaming will be featured at this event, co¬ 
sponsored by the Crawford Dragoons and 
TSR, Inc., to be held at the Thunderbird 
Resort Hotel in Jacksonville, Fla. For 
details: GEN CON South Information, 

P.O. Box 756, Lake Geneva WI 53147. 

MIDSOUTHCON 3, March 16-18 

Guests of honor at this SF/fantasy conven¬ 
tion will include author C. J. Cherryh, 
Margaret Middleton, artist Steven R. Dodd, 
and toastmaster Daluan Coger. Member¬ 
ships are $10 through Feb. 1, $15 after that 
date, and $8 at the door. This convention 
will be held in Memphis, Tennessee, and 
will feature a masquerade, video room, art 
show, auction, and a 24-hour convention 
suite. Send all inquiries to: Midsouth Con 3, 
c/o Richard Moore, Jr., 1229 Pallwood, 
Memphis TN 38122. 

ORCCON 1984, March 16-18 

Touted as one of Southern California's 
largest strategy gaming conventions and ex¬ 
positions, this event will take place at the 
Sheraton-Anaheim Hotel, located next to 
Disneyland in Anaheim, California. 

War game, science-fiction, fantasy, sporting, 
and family-oriented game tournaments will 
be featured. Also, industry exhibitors will be 
there, and many special events will be of¬ 
fered. Prepaid admission to the convention is 
$15.50 for all three days; prices at the door 
are $17 for the entire weekend and $13 per 
day. Advance pre-registration must be 
postmarked no later than Feb. 24, 1984, per¬ 
mitting tournament pre-registration at this 
time. For further details write to: 
STRATEGICON PR Dept., P.O. Box 


calendar 


2577, Anaheim CA 93804. 

TRI-CON II, March 16-18 

A SF/gaming convention to be staged at 
the North Carolina State University campus 
in Raleigh, N.C. For more information, 
send a SAS envelope to: N.C. State Gaming 
Scoiety, P.O. Box 37122, Raleigh NC 
27627. 

ALASCON V, March 17-18 

The organizers of this convention call it 
the biggest and best gaming convention in 
Alaska. A tournament dungeon, miniature 
painting contests, and more will be featured 
at the event. The convention will take place 
at the University of Alaska, Fairbanks 
campus. For more information, or for pre¬ 
registration materials, write to ALASCON 
V, c/o Ken Mayer, P.O. Box 82374, College 
AK 99708. 

MUGG-CON I, March 23-25 

A benefit SF/gaming convention to be 
staged at the Interlaken Lodge in Lake 
Geneva, Wis., sponsored by the Multi- 
Universal Gamers' Guild (MUGG). An 
AD&D™ tournament, nearly 100 other gam¬ 
ing events, and other special attractions are 
on the schedule. All proceeds from the con¬ 
vention will be turned over to the American 
Red Cross. For more information, send a 
business-size self-addressed, stamped 
envelope to MUGG-Con Convention Com¬ 
mittee, c/o Jan Carlson, P.O. Box 265, Lake 
Geneva WI 53147. 

STELLARCON 9, March 23-25 

A science-fiction and gaming event to be 
held at the University of North Carolina's 
Greensboro campus. For more information, 
contact the Science Fiction and Fantasy 
Federation, Box 4, Elliott University 
Center, UNC-Greensboro, Greensboro NC 
27412. 

NOVA 9, March 24-25 

Free movies, gaming, an art show and 
auction, a costume party and contest 
highlight this convention, to be staged on the 
campus of Oakland University in Rochester, 
Mich. For registration information and 
other details, send SASE to: The Order of 
Leibowitz, P.O. Box 61, Madison Heights 
MI 48071. 

AGGIECON XV, March 29 - April 1 

This science-fiction convention, featuring 
L. Sprague de Camp and Catherine de 
Camp as guests of honor, will be held on the 
campus of Texas A&M University. Among 
the other personalities scheduled to be pre¬ 
sent are Don Maitz, James P. Hogan, and 
Wilson "Bob" Tucker. For further informa¬ 
tion about this convention, write to Ag- 
gieCon XV, P.O. Box J-l, College Station 
TX 77844, or call (409)845-1515. 
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CAPCON '84, April 6-8 GAME FAIRE '84, April 28-29 Frederik Pohl, L. Sprague de Camp, Randy 

This seventh annual gaming convention This year's Game Faire will take place at Elliott, Carl Lundgren, and Jay Jay Klein, 

will be staged at the South Terrace of the Spokane Falls Community College. Inex- More information is available by sending a 

Ohio Union on the Ohio State University pensive housing and breakfasts will be pro- SASE to: OnoCon '84, P.O. Box 305, 

campus in Columbus, Ohio. Cost is $2, for vided by local gamers. The school's cafeteria Syracuse NY 13208 

Saturday and Sunday only. Events include will be serving food, and snacks will be 

miniatures battles, and fantasy and historical available at concession booths. Admission is TRI-STATE CON 1984, May 4-6 

gaming. Contact: Paul T. Rigel, c/o War $5 a day or $7 for a prepaid weekend pass; This gaming convention will be staged at 

Game Designs, 6119 E. Main Street #202, the weekend pass will cost $9 at the door. All the Cincinnati Technical College in Cincin- 

Columbus OH 43213, or call (614)863-6635 proceeds will go to the Spokane Guild School nati Ohio. For further details, contact: Tri- 

between 2 p.m. and midnight. for handicapped children. Events include State Cin '84, c/o Boardwalk, 1032 Delta 

AD&D™ and Runequest Tournaments, Ave., Cincinnati OH 45208, or call 

CAROLINA CON, April 6-8 miniatures painting contents, game instruc- (513)871-2110 or (513)351-9920. 

This event will be held at Russell House tions and classes, computer gaming competi- 

University Union, USC Campus, Colum- tion, and fighting demonstrations by the TEXARKON 3, May 11-13 

bia. South Carolina. These three days of Society for Creative Anachronisms. For This SF/fantasy convention will be held at 

tournament and fun will include fantasy, more information, contact: Shannon Ahern, th Tall Timbers Resort and Inn in Tex- 

science-fiction, historical, and adventure Book and Game Company, West 621 arkana, Arkansas. Guests of honor will in¬ 
gaming. For information, contact: USC Mallon, Spokane WA 99201, or phone elude Mr. and Mrs. Theodore Sturgeon, 

Wargamers, Box 80138, USC, Columbia (509)325-3358. Phil Foglio, and Robert Asprin. An art show 

SC 29208. and auction, video room, D&D® and 

NIAGARA GAMEFEST & COMPUTER costume contests, and a dealers' room will be 

NORTHEASTER 2, April 6-8 SHOW '84, May 4-6 featured at this event. For more information. 

Sponsored by Rutgers University For more information about this third an- send a S.A.S. envelope to: Texarkon, 1021 

Garners, this second annual event will be nual gaming event in Ontario, Canada, con- East 29th, Texarkana AR 75502. 

held at the Rutgers University campus in tact: Niagara Gamers Association, 223 St. 

New Brunswick, New Jersey. The conven- Paul Street, St. Catharines, Ontario, WILCON, June 23-25 

tion will feature fantasy role-playing, Canada L2R 6V9. Fifty free events will be featured 

wargames, boardgames, miniatures, and throughout this convention, which will be 

other gaming events. To run a gaming event ONOCON '84, May 4-6 held at the Civic Center in Wilmington, 

or attend as a participant, send all inquiries Described by the organizers as the largest Illinois. Memberships are $4 per day, or $10 

to: NORTHEASTER 2, Box 101, R.U. SF/gaming convention in the central New for the entire weekend. For more informa- 

Student Center, 126 College Av., New York area, this event will be held at the tion about this gaming convention, contact: 

Brunswick NJ 08903. Inquiries from hobby Sheraton Inn Convention Center in Donald Heck, 1790 Vista Drive, Wilm- 

dealers are invited. Syracuse, N.Y. Guests of honor will include ington IL 60481, or phone (815)476-7385. 
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OTHER 
SUNS 

An exciting new Science Fiction Role Playing Game in 
which players take the roles of any of 11 intelligent species 
(or robots) and find adventure in the L'Doran Hegemony. 

Included are complete rules for the building of starships, 
space travel, space combat, creation of worlds and star 
systems, combat, skills, technology, and even careers. The 
range of career types with over 100 different skills and ad- 
ditonal rules for psionic talents allow for freedom of 
character design and character goals. 

The boxed set comes with the complete rules in two 
volumes, an included introductory scenario, master char¬ 
acter sheet, and judge's screen. It all adds up to everything 
you need to begin a career of adventure, danger, and suc¬ 
cess under OTHER SUNS in the L'Doran Hegemony. 

$16.00 

Please add $2 for postage & handling. NY residents add sales tax. 
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GAMERS' GUIDE 


USE SOME 
MAGIC 



BfJAGQNBQNE 

Electronic D3D4D6D8D10 
D12,D20,D% diee wand 

Automatic off 

2 colors Charcoal or Bone 

1 year guarantee 

$24.95 plus $1.00 shipping 

DB ENTERPRISES 
14030 S1 aramie 
Crest wood, II 60443 


the MINIATURES CASE 




Plywood construction 

covered in brown includes Shipping 

leatherette. Holds and Handling 

200 25mm fiqures in New Jersey Residents 

three sizes on four W add 6% sales Tan 

trays. Each figure 1 

completely loam protected. Large bottom compartment can be 

customized for large figures, (dragons, etc.). 

Overall dimensions 16 V 2 " length x 11" width x 11" height. 
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Need A New Challenge? 
Ever Want To Be A Vampire? 

You Can Do This And 
MuchMore! Try Wizards 
World For Fantasy F un! 
C.O.D. or Send $10 
(Calif. Res. Add 6%) 
to 

Fantasy Worlds Onfimted 

Dept IGA, Div. D 
P.O. Box 2033 
Orange, CA 92669 


Twriighitiesj 

WEST 

FOR ALL YOUR 
GAMING NEEDS 
CALL OR WRITE FOR 
FREE CATALOG 

1 - 800 - 545-6258 

WARGAMES WEST 

3422 Central Ave SE 
Albuquerque, NM 87106 — 


^Game iWaster 

(jZ^S&vLet your home computer 
^ ^ take over the record- 

FS' 43<. ' keeping and dice-rolling 
W >■ chores associated with 
L role-playing games! 


47 GameMaster is compati- 
^ ble with DUNGEONS & 

DRAGONS® adventure 
game. 

(DUNGEONS & DRAGONS is a registered trademark owned 
by TSR, Inc. This product has not been produced or licensed 
by TSR, Inc.) 

It lets you create and store characters and 
monsters and offers many other features. 

For: VIC 20 - 5K cassette $14.95 

Timex-Sinclair 2068 $14.95 

Timex-Sinclair 1000 - 16K $12.95 

Send order to: McKelvie Programs 1 
P.O. Box 53076 | 

Phila., PA 19105 | 


THE NEW PLAY-BY-MAIL 
FANTASY GAME 

Guide your characters through exotic 
lands, while slaying evil creatures and 
uncovering lost treasures. 

For $8.00 you receive one character, 
rules, and starting scenery. 

Moves are $2.50 for one character 
and $4.00 for two characters. 

Mention this article and receive a 
character FREE! Choose between a 
fighter, ranger, knight, thief, archer or 
woodsman. 

Send to: K.C. Inc., P.O. Box 3027, 
Erie, Pa. 16508 

For more information send a self- 
addressed stamped envelope. 






























We offer every DUNGEON & 
DRAGONS® game accessory. Plus: 
Miniatures, Paints, Dice, and the 
complete TSR™ line. 

YOUR GAMING HEADQUARTERS 
For a free catalog send a postcard to: 
DUNGEON HOBBY SHOP 
P.O. Box 364 
Hebron, IL 60034 


Am you looking for eh«H«nging adventure? We Have a 
whole library of modules which can be used in most 
campaigns with characters of many levels. All emphasize 
role-playing, imagination and original ideas. Each one is 
only $2 including postage. They are listed below with 
character levels so you can order directly. 

Blood Tribute (1-3), Lost Colony (2-4), Holy City of 
Arbertti (3-5), Prince of Pry dein (4-6), Street Shadows 
(1-4), Dark Waters (3-6), Ring of Gllrod(1-3), Mountains 
of Ikuma (2-5), Fair at TezkorM (3-7), Pride of Ogyane 
(4-6). Citadel of Zushran (5-9), Ravensgate(1-4), Double 
Doom (2-5), The Maghrib (2-6), Corsairs of Cythera 
(3-6), Mlthmeum at Zergendeh (4-7), Demon spawn 
(4-8), Hills of Blnazmla (5-6), Tower of the Stormlords 
(7-12). 

Order nowand get a free catalog with full descriptions of 
these and other products which will challenge your 
imagination. 

RAGNAROK ENTERPRISES 

1402 21 st St. NW, Washington, DC 20036 

Send for our free catalog 


* GREAT PRICES* 

RAL PARTHA CITADEL 
GRENADIER TSR More! 
FAST SERVICE! 

Send $1 for Catalog 
(Refundable with your 
first order) 

IMAGINATIVE MAIL ORDER 

Box 100 

Hawleyville, CT. 06440 


DISCOUNT 

COMPUTER SOFTWARE 
FOR 

FANTASY & WARGAMERS 

THE FLQPPV DJSK 

(We’re User Friendly) 

P. O. Box 5392 
No. Hollywood, CA 91616 
(213) 762-3123 

FREE CATALOG 

SPECIFY COMPUTER 


STAMP OUT ORCS 


manager & he'll stamp an ore 
oil the envelope. Send $6.95 
and he'll send an ore stamp 


and you thought we only sold unicorns 



AD&D is a registered trademark of TSR, Inc. 
his product has not been produced or licens- 
d by TSR, Inc. 


H\)t L^arb’S 
Corner 


Saskatoon’s FRP Game Centre 
Fantasy games 
& figurines 

801 Broadway Avenue 
Saskatoon, Saskatchewan 
Canada S7N IBS 

Drop In, or 

send $2 for catalog! 


I lie Gamer's Guide olleis <i wide 
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growing audience ol game hobbyists. 
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piodut Is ol interesl io garnets. 

Payment lor spac e purchased in the 
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2 5 lb"), laics are: 

Per column inch lx 6x 12x 

, • $52 $4# $44 

For further information, contact na¬ 
tional advertising representative Bob 
Dewey. 1811b Wagner Rd. Glenview, 

IL 60025, phone (312) 998-6237. 
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(From page 4) 

duced or marketed any more. (By the way, I 
don't understand Fred's remark about the origi¬ 
nal rules being "more restrictive in many ways 
than the advanced rules.'' I always thought the 
original rules were less restrictive; maybe this 
was a slip of the typewriter?) Even so, the ideas 
and suggestions in most of the articles in 
DRAGON Magazine can still be applied to 
"Collector's" games, if the players and the DM 
are looking for ways to add new ingredients to 
their adventures. 

This is a good time to point out, for those who 
are still misled by the similarity in names, that the 
D&D game and the AD&D game are not struc¬ 
turally related to one another. Many of the rules 
concerning specific topics are vastly differenmt in 
each game. It is not possible to translate a D&D 


campaign into an AD&D campaign, or vice versa, 
without losing an awful lot in the translation. 
Anyone who’s ever given advice on this subject 
recommends simply scrapping the old campaign 
and starting fresh if you want to change games. If 
you're playing cards and you want to switch from 
a game of hearts to a game of contract bridge, you 
don't try to merge one game with the other - you 
pick up the cards, shuffle them, and deal them out 
all over again. Despite some basic similarities bet¬ 
ween the two games (they both use all the cards, 
they both involve taking tricks), they don't use the 
same rules. It isn't possible to move smoothly 
from one game to the other while retaining 
elements of the first one. And so it is with the 
D&D game and the AD&D game: You can play 
one or the other, but if you try to play both you'll 
be playing neither. - KM 


Tabletop allies 

Dear Editor: 

There is a small question about "King of the 
Tabletop" (issue #77) that is not answered in the 
rules. Suppose there are three players. A, B, and 
C. During his war phase, player B attacks and 
neutralizes player A's castle, but does no damage 
to the army behind it. Now it is player C's war 
phase. He and player B were allied against player 
A, so he is going to attack him too. 

Is the castle still neutralized, making it so that 
any hits scored will go directly into player A's 
standing army, or is the castle brought back up to 
full strength before player C's attack? In general 
terms, is the damage done to a fortification 
repaired after the same phase it is caused in, or is 
it repaired the next turn? 

Chuck Troje 
Lakewood, Colo. 

We went right to the source on this one. Tom 
Wham, the co-designer and co-author of KOTT, 
says that player A's castle has to be re-neutralized 
by player C; a fortification does not remain 
damaged or neutralized from one player's war 
phase to the next player's war phase. "Doing it 
the other way," says Tom, "would be letting 
player C use the results of player B's turn, and 


It’s AMAZING what we’ve got in store for you! 

A limited quantity of back issues of Amazing™ and Fantastic™ magazines are available at $1.50 per issue (except where specified 
differently), plus $1.75 shipping and handling for the first issue and 25$ per issue thereafter up to a $5.00 maximum. 


AMAZING: 

January 1981. Fiction by Harlan Ellison, Robert Silverberg, Alan 
Ryan; Stanislaw Lem interview. 

May 1981. “The Vampires of Mallworld” by Somtow Sucharitkul; 
short stories by George R. R. Martin, Lisa Tuttle, Gregory Benford, 
Marvin Kaye. 

September 1981. Stories by Roger Zelazny, Ron Goulart, Bill 
Pronzini, Harlan Ellison, Barry Malzberg; Gene Wolfe interview. 

November 1981. “The Last Line of the Haiku” by Somtow 
Sucharitkul; fiction by Marvin Kaye, Parke Godwin, Jack Wodhams, 
Orson Scott Card; Algis Budrys interview. 

January 1982. “Unsound Variations” by George R. R. Martin; fiction 
by Theodore Sturgeon, Manly Wade Wellman; Lloyd Biggie interview. 

March 1982. “The Cheese Stands Alone” by Harlan Ellison; short 
stories by Brad Linaweaver, Barry Malzberg; A.E. van Vogt interview. 

June 1982. “The Story of a Dadar” by Darrell Schweitzer; fiction by 
Charles L. Grant, David Bunch, Wayne Wightman; reprint of classic 
Asimov tale; Charles L. Grant interview. 

September 1982. Stories by Marvin Kaye, Parke Godwin, Alan Ryan, 
David Bunch, George Alec Effinger; Micahel Shaara interview. 

November 1982. The first Scithers issue! Michael Whelan cover; long 
fiction by Jack Williamson, Larry Niven, Robert Silverberg; short stories 
by Gene Wolfe, John M. Ford, Nancy Springer; Silverberg’s “Opinion” 
column; Ford’s game column. 

January 1983. Kelly Freas cover; “Aquila Meets Bigfoot” by Somtow 
Sucharitkul; novelette by Poul Anderson; stories by Tanith Lee, Jack C. 
Haldeman, Michael McCollum; Avram Davidson’s “Adventures in 
Unhistory”; Silverberg column. 


March 1983. Jack Gaughan cover; part 1 of Against Infinity by 
Gregory Benford; fiction by Bill Pronzini, Darrell Schweitzer, Sharon 
Webb, Damien Broderick; poetry by Thomas Disch; “The Amazing 
Years” by Cele Goldsmith Lalli; A Bertram Chandler interview. 

May 1983. Kelly Freas cover; Against Infinity by Benford concluded; 
“Aquila: The Final Conflict” by Somtow Sucharitkul; stories by Gene 
Wolfe, Alan Dean Foster, William Wu; features by Silverberg, Ford, 
Catalano, Coulson. 

July 1983. Thomas Kidd cover; “The Lord of the Skies” by Frederik 
Pohl; fiction by Avram Davidson, Ron Goulart; Silverberg column. 

September 1983. “Pine Castle” by R. A. Lafferty; stories by Tanith 
Lee, Reginald Bretnor; R. A. Lafferty interview. 

November 1983. George Barr cover; “Homefaring” by Robert 
Silverberg; stories by Avram Davidson, Eric G. Iverson, Bruce Bethke; 
science fact by Ben Bova. 

January 1984. Jack Gaughan cover; part 1 of Gateway III: Heechee 
Rendezvous by Frederik Pohl; fiction by Wayne Wightman, Sharon 
Webb, Michael Swanwick, Phyllis Eisenstein; “Fantastic Adventures with 
Amazing” by Robert Bloch; film critique by Alan Dean Foster; features by 
Silverberg, Catalano. ($1.75 for this issue.) 

FANTASTIC: 

January 1980. “The Cliffhanger Sound” by Paul Dellinger; “Never 
Argue with Antique Dealers” by Darrell Schweitzer; classic reprint by 
Murray Leinster; analysis of TV adaptions of Ray Bradbury. 

October 1980. “The Amorous Umbrella” by Marvin Kaye; fiction by 
Darrell Schweitzer, Wayne Wightman, Tom Easton, M. Lindholm. 


Order today! When these copies are gone, there are no more! 
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State: 

ZIP: 


Send check or money order to: Dungeon Hobby Shop, 772 Main Street, Lake Geneva WI 53147. 
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you can't do that. The only thing allies can do 
(directly for each other) is give each other magic.” 

If you want a logical explanation, you could 
assume that some time elapses between player B's 
war phase and player C's war phase, and during 
that time, player A is able to re-fortify his castle 
so that it is again at full strength before player C 
makes his attack. - KM 


'Let me keep him' 

Dear Dragon, 

I enjoyed your articles on psionics and their 
uses. Once I read the article on the psionicist I set 
out on making my first one. They are interesting 
to play, but it took a while to convince my DM to 
let me keep him. 

I am reading Piers Anthony's Xanth series, all 
along wondering how most citizens have magic. 
Could I incorporate it into fantasy gaming classi¬ 
fying their magic as psionics? 

And, is there any chance you will publish in 
your "Best of the Dragon" the M.U. spells Mr. 
Gygax did in issues #67 and #68? I only got the 
back copy of #68 and don't subscribe. 

Henry Wilkinson 
Charlotte, N. C. 

I'm glad for your sake, Henry, that you were 
allowed to '"keep" your psionicist character. We 
don't like to be the cause, even indirectly, of a 
conflict between player and DM. However, you 
should be aware that the psionicist is not an 
official addition to the ranks of player-character 
classes for the AD&D game - and it isn’t even 
necessarily designed as a player-character class at 
all. As with all of the suggested nezv classes we 
present in these pages, the psionicist is offered for 
your examination and enjoyment, and possibly 
for use as a non-player character class if the DM 
is so inclined. We don't try to examine new 
classes to determine whether their inclusion as 
player-character classes would unbalance the 
game system; such questions are best left to Gary 
Gygax and other people who have a more in¬ 


depth and intuitive appreciation for what works 
and what doesn't as "official" new rules. What 
we do is present the ideas of independent contrib¬ 
utors without recommending or implying that 
their ideas ought to be made into actual rule 
additions or alterations. From the standpoint of 
strict adherence to the rules of the AD&D game, 
no DM is obligated to allow a player character 
based on any of the unofficial classes from the 
magazine. But, at the same time, there's really no 
Iwrm in doing so, as long as the balance of the 
campaign is not upset and everyone involved is 
having a good time. 

Following from that point, there's no harm in 
adapting some ideas and concepts from fantasy 
literature into a gaming campaign. You can use 
the ideas of Piers Anthony, or any other author, 
to add some variety to your AD&D universe — 
we print articles on this theme once in a while, 
the most recent example being the adaptation of 
Katherine Kurtz's Deryni race that ran as part of 
the psionics section in #78. 

Certainly, no one has to ask for permission to 
be creative in this way; you can do practically 
whatever you want within the limited sphere of 
your own campaign and your own playing group. 
There's just one thing to be aware of: Whenever 
you incorporate any changes into your game - 
from books, from this magazine, or any other 
source - you are no longer playing the AD&D 
game "by the book,” and your characters and 
your campaign won 't mesh very easily, if at all, 
with a universe being run by someone who plays 
strictly by the rules. If you plan to enter an 
official AD&D tournament, don't expect to be 
able to use a psionicist player character or any 
ideas derived from the Xanth series, because 
those things aren't in the rules and can't be 
allowed in a standardized tournament. 

Yes, we are planning to include Mr. Gygax’s 
new magic-user spells in the next BEST OF 
DRAGON® anthology we put together (which 
will probably be released in the summer of 1984). 
Those articles weren’t considered for Vol. Ill - 
now on sale - because issues #67 and #68 
weren’t very old at the time that volume was 
assembled. - KM 


Okay, you asked 

Dear Editor: 

Your answer to Robbie Dean about the Com¬ 
bat Computer (Out on a Limb, issue #79) con¬ 
tained a sentence dealing with DM's that don't 
let players read DRAGON Magazine. Well, I 
don't let my players read mine or anyone else’s 
magazine, and they think I'm a selfish su- 
monster. Do you think I should let these pixie 
players read DRAGON Magazine or not? Please 
don’t say "It is not my place to say,” because I 
am asking your opinion. 

(name withheld by editor) 
Camarillo, Calif. 

I don't know if you're putting us on or not, 
(name withheld), but I'm going to take you very 
seriously. Very seriously. I think that not allowing 
players to read this magazine is the second most 
unimaginative thing a DM could do. The most 
unimaginative thing a DM could do is take all of 
his "new” ideas straight out of the magazine in 
the first place. DRAGON Magazine does not exist 
for the purpose of doing a DM's work for him. 

Any DM who relies entirely on ideas from other 
sources probably runs a campaign that has all the 
excitement of a bowl of cold oatmeal. And any 
DM who thinks he's justified in preventing '"his” 
players from looking at DRAGON Magazine is a 
selfish su-monster, to put it mildly. 

Sure, there are people in the world who like cold 
oatmeal (or who can be convinced that it’s hot 
when it's not), and there are people who will put 
up with almost anything, even su-monsters, if 
refusing to do so means they have to stop playing 
their favorite game. But how can you, as a DM, 
feel fulfilled by the realization that desperation, 
not enjoyment, is what's keeping your group 
of players together? Maybe your players are better 
off than if they had no DM at all - but on the 
other hand, there are a lot more DMs than su- 
monsters in this world. Sooner or later, they're 
going to decide they'd rather play with a human 
being, and then where will you and all your 
magazines be? - KM 
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LOATHSOME 


MONSTERS 


FOREVER! 











“■ - • AND HERE’S THE ROOM WHERE WE WERE 
SURPRISED BY THAT INTELLECT DEVOURER . . . THERE’S 
MAX ON THE LEFT; AND HERE...” ^ 





YOU HAVE OFFERED US A THOUSAND GOLD 
COINS, 900 ACRES OF FARMLAND, AND 
YOUR FIRST-BORN DAUGHTER . 
HOWEVER, WE STILL WISH TO EAT YOUR 
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A5 FAR #5 mAGCm AffF CoAJCFfWEP - 
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WHEREV YA 
GET THESE? 


VA RECKDWILE ANY 
J3F T HEM MUGS? 

i wr seen ^ 

M anywhere 
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I'VE SEEN 
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HERE? 
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HAHtkN' UF IN THE POST OFFICE, 
ftFW THEY PRotflY TON'T EVEN 
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r WfttcK YeR t?R[NK r THERt h 
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The best, again. 


The third 
volume in 
our "Best of’ 
series: A 
must for any 
gamer or 
collector of 
DRAGON® 
Magazine 


• The 'point 

of view' series 

• Cantrips 

• The alchemist 

• Dragon articles 



. . . and more 


On sale now in book and hobby stores everywhere 
for SO jam-packed pages 


DRAGON ij a tiwimwrk vf TSH. far, 

£■ TSfl 1 , Inc. AH right* merved. 
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A suspense hi] 3-player fantasy 
boardflame based on J.R.H. 
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